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how To Use This Guide 


This guide is broken into three primary parts: the intro, the walk-through, and the appendix. The intro includes details such as this 

“How To” section, and the “Character Creation” section. The walk-through section is comprised of two sub-sections: the “Critical 
Walk-through,” and the “Optional Quest Walk-through.” Both of these sections include detailed information about each section of | 
the game, puzzles, monsters, and items. The final section of the book, the appendix, is probably the most useful of all three. It : 
gives information in easy-to-read chart formats, and includes a complete NPC list, a complete monster list, a complete items list, : 
and a complete spell list. If you turn to the very back of the appendix you’ll find a “Cheater’s Central” section... but we didn’t = 

you to look there! @ | 











Basically, the main walk-through section is broken down 
into two primary parts. You have your dungeon walk- 
throughs, and you have your town walk-throughs. The dun- 
geon walk-throughs will be pretty easy to understand — 
most all of them are fairly linear involving a simple point A 
to point B kinda’ thing. 

Along with all dungeon walk-throughs you'll find your 
“Key Items” sidebar, which shows all of the interesting 
items you should find before leaving that particular area. 
Some people have used our guide, skipping everything but 
the Key Items sidebars. They are actually that useful. 

As for special content, sometimes there are bosses, 
sometimes there aren’t. If there are any bosses, you'll find 
a small “boss-box” off to the side calling them out. If there 
is a new NPC that may join your group, you’ll easily recog- 
nize them by their distinct “New Party Member!” callouts. 
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DUNGEON WALK-THROUGHS 
















New NPC Sidebar Walk-through Key Items List Technique 





‘Thet town pwalle ‘Smale are cidioes anges begin’ 0) wet: F | 
little jumbled. Mainly of course, because the game itself is 
designed that way. In Baldur’s Gate II, you don’t just go 
into an area, do anything and everything that you could 
possibly ever do in that area, and then continue on to the 
next location. We found it to be more like: enter an area, do 
one or two things, then come back later and do some 
optional quests if you like. Since the towns are so non-lin- 
ear, we decided to give readers a quick checklist for what 
they should do to continue the story to the next event, as 
well as a quick breakdown of all the different points of 
interest in that particular area. For the most part, you’ll find 
this easy to understand. Only very rarely does a quest actu- 
ally crossover into another area of town. 

The number of town walk-throughs are relatively low, 
mainly because you don’t need to visit certain areas. Check 

the quest appendix for more info on the various towns. 
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The cere is baal up into ees major nee inched Title of Section And More Info Boxes 
ing: the NPC list, the Spell List, the Monster List, and the = we a 
Items List. All four sections contain detailed info on most of 
the game’s lesser known intricacies. If you’re looking for 
strategy on a specific spell, odds are that it will appear in 
the Spell list. If you’re looking for info on how to obtain a 
certain NPC, it’ll be in the NPC list. Monsters? You get the 
picture. 

Unfortunately, due to time and space restraints, we were 
unable to show you everything this game has to offer. The 
quest related items were left out, as were the bosses with 
their HP/XP, among other things. If we could do it all over, 
we’d definitely include this info, but then again, there’s 
always hope for Baldur’s Gate III! 


E-mail: Jimmychops@flashcom.net for specific questions on some of the ele- 
ments that were left out of this book (i.e Strongholds, NPC Quests, Quest 
Items). We have ¢ a 1 lot of information just waiting to be asked for! 





Info Boxes Guess What? 
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Why don’t you have a general strategies 
section? Where can | get this type of info? 





e This guide makes all efforts to avoid listing information that is 
covered in the actual game manual itself. Bioware goes through an 
awful lot of trouble to put together a kick-ass manual, and we’re 
not about to cut-and-paste their information inside of this book. If 
you seek to learn more about the basic rules and regulations of 
Baldur’s Gate || or even AD&D in general, then by all means refer 
to the game manual first. On top of that, Bioware went ahead and 
made an in-game “Tutorial” that takes you through just about 
every single general element of the game. We highly recommend 
completing this section if you’re new to the world of Baldur’s Gate. 


My game doesn’t work. How do | get it to work 
properly on my system? 


e Being a hardcore strategy guide, we’ll make no attempt at help- 
ing individuals get their game up and running. In fact, we try to 
steer as far from the “tech talk” as we can. If you seek information 
on this subject, consult the manual, or try the official Interplay web 
site at: www.interplay.com. 


03 Hey, | noticed that you covered items like individual 
trap XP and monster XP in the first couple dungeons. 
Why didn’t you do this for every dungeon? 


e Quite honestly, we hope that by making you aware of these XP 
values in the first couple dungeons, you won’t even need to have 
them listed in the subsequent dungeons. We basically included 
them to help gamers get a feel for what the game has to offer. 
Once you know that a trap gives you a certain amount of XP for 
disarming it, there is no need for us to reiterate that point every 
time we come across one in a dungeon. We hope you agree. 


How does the Critical Walk-through work? 
Why is there an Optional Quest Walk-through? 


e Baldur’s Gate Il is huge. So huge in fact, that it would be simply 
ridiculous to organize the walk-through from area to area. Instead, 
we chose to give the readers a “Critical Walk-through” that lists 
the most common way to get through the game, organized by 
chapter. There are seven chapters in the game, hence the seven 
sub-sections of our walk-through. Please keep in mind that we'll 
generally show you everything we feel is important for that partic- 
ular area at that point in the game. Anything beyond that may be 
found in the Optional Quest Walk-through. The optional quests are 
separate for many reasons. First and foremost, most are only avail- 
able if you play a specific character class or find a certain NPC. If 
you play a fighter for instance, you’ll miss out on all the Bard, 
Thief, Paladin, and Mage specific quests. We felt it was just a bit 
better to place these quests in their own section of the guide, 
under a completely different designation. This element of the 
guide took a lot of balancing and planning, but we are happy with 
the results. We hope you are, too. 


05 | Hey? How come there are no story elements 
given away in this guide? 


e Well, we try to steer clear of revealing any story elements in our 
walk-throughs. Certain details are necessary to allow progression 
from one point to another. But whenever possible, we try to leave 


certain “spoilers” out of our guide. So if you’re looking for strategy, , 


_ then read this guide. But if you’re looking for story, just play the 
- darn game! 


How many different paths are there in BG2? 
Are there different endings? 


- © Baldur’s Gate II has only one major path to follow. On average, 

- this path should take most gamers about 50 hours to complete. 

: There are subtle differences that players may make along the way, 
such as choosing the path to good or evil. Otherwise, it’s pretty 

_ Straightforward. When you start adding all the little quests and sub 
quests however (which can definitely change your individual game- _ 
_ play experience), you end up with a 200 plus hour game. And no, © 

_ BG2 only has one ending. 


07 I noticed that when | play, the events don’t happen 
in the order you have them in the walk-through. __ 


: Why is that? 


_ © Well, our numbered walk-through modules aren’t meant to be 

- the ONLY possible way events occur. In fact, the numbers are only 

_ there to give you a very general idea as what to do from place to 

' place. You can rest assured that we’ll show you ALL of the different 
_ items in any one given section, but because of the nature of the 

- game, you may have to do some searching within each section 

. first. We highly recommend you play the game on your own, then 

- come back to our guide when you're stumped, or perhaps to check 
_ if you missed anything along the way. This is when the guide works 
__ al its best. 


: 08 Why did you include a section for cheaters with 


your guide? Isn’t that kinda’ cheesy? | 


- © Well, yes and no. First off, for those of you who think cheating 

_ has absolutely no place in PC gaming, you seem to be forgetting 

_ that there is a gaming armada just dying to get their hands on the 

_ cheats for this game. If a reader wants cheats in his/her book, 

_ then by all means we will include them. If the reader doesn’t want 

- to see cheats, he/she can simply avoid that section. This is why we 
_ placed the Cheater’s Central section at the tail end of the guide. It’s 
- very simple to avoid folks, very simple. 


: 09 Do you suggest that people use cheats to play 





through Baldur’s Gate II? 


- © Absolutely not! Using cheats definitely has its place, but not 

- without trying the game first. A lot of time and effort were spent to 
_ fine tune BG2, and by cheating you’re only making the game less 

- enjoyable in that respect. Events that were supposed to be chal- 

- lenging will now be easy, which tends to make the game have less 
_ of an awe-factor when playing through certain sections. “Hey Billy, 
_ check out that huge Tarrasque over there! Lets go get him! 

_ Whatever Jimmy, | just killed it in one hit.” Neat. 


| 09 | The pages in this guide are bigger than most 


other PC strategy guides. They’re also in full 


: color. Why does this strategy guide look different from 
_ the rest of the PC guides on the market? 


: e It all comes down to one simple phrase, folks: “May the guide 
_ kick your ass!” 











Attributes 


You should roll until you get a minimum of 18 Strength, 18 Dexterity, 
and 18 Constitution. Wisdom, Intelligence and Charisma aren’t very 
important to a fighter. Remember that fighters roll a D1o for level-ups. 








_ A basic character class with tried and true tactics, 
choose a fighter if you want tobe able to use any | 
available weapons or armor in the game. There are no 
restrictions for fighters, and unlike most other classes, 
you can freely choose from ANY of the weapons you 
want to specialize in (as opposed to just a handful). 


Advantages 

e Can use ANY weapon in the game 

¢ Can wear ANY piece of armor in the game 

e CAN earn up to 5 proficiencies per weapon : 


Disadvantages 

e Cannot use spells , 

¢ Generally, he gets weaker as the game gets harder 
(since enemies become specialized, and the fi ighter 
does not adapt unless he gets very powerful magic 
weapons) 


KENSAI 


This class is also known as the Sword Saints, and 
consists of a warrior who has been specially trained 
to be one with his sword. They are deadly fast, and 
trained to fight without encumbrance. 


Advantages 

e Bonus +1 to hit and +1 damage for every 3 levels 

¢ Bonus —2 to speed factor for every 4 levels 

e May use Kai ability one time per day for every 4 lev- 
els (lasts 10 seconds and makes all attackers do max- 
imum damage—very, VERY useful!) 


Disadvantages 

e May not use missile weapons 

e May not wear armor 

¢ May not wear gauntlets or bracers 



































Comments 


The fighter class is made up of 
four unique kits: Fighter, 
Berserker, Wizard Slayer, and 
Kensai. All four remain similar 
at their core, but offer slightly 
different specialties that 
remain unique to each respec- 
tive kit. From our experience, 
no one is better than just a 
plain old Fighter. The Kensai 
gets our vote for the #2 slot 
(within the Fighter class 
itself), but even he suffers in 
some areas. More specifically, 
the fact that he cannot wear 
ANY armor! 








I ya) 
Special: Advanced Weapon Specialization 


Being the only character in the game who’s able to go past three 
weapon proficiencies definitely has its perks, especially so when 
you’re going toe to toe with a Dragon or other such beast. 








Proficient 1 (e) fe) 1 

Specialized 2 +1 +2 2 
Master +2 +2 2 
High Master* +2 +2 2 
Grand Master 5 +2 +3 3/2 


*Moving from Master level to High Master improves the speed factor of 
the specialized weapon. 
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This is a warrior who is in tune with his animalistic 
side and, during combat, can achieve an ecstatic state 
of mind that will enable him to fight longer, harder, . 
and more savagely than any human has a right to. 
Opponents on the battlefield will be unsettled when 
they see the savage and inhuman element of the 
berserker’s personality. This class is common amongst 
dwarves, known as “Battleragers.” 


Advantages 

e May use Enrage ability once per day per 4 levels 
e While enraged: +2 to hit, +2 damage,-2AC = 
e While enraged: immune to Charm, Hold, Fear, Maze, 
Imprisonment, Stun, and Sleep 

e While enraged: gains 15 HP, these hit points are tem- 
porary, and are taken away at the end of his berserk 
spree possibly killing the berserker 


Disadvantages 

e Becomes winded after berserking. While he’s winded 

he receives —2 to hit, -2 to damage and a +2 penalty to AC. 
_© Cannot specialize in ranged weapons 


WIZARD SLAYER 


This warrior has been specially trained by his sect to 
excel in hunting and attacking spell casters of all 
kinds. While somewhat underpowered in our opinions, 
they prove useful in certain situations. They’re great — 
for PvP against mages! 








Advantages 
_ ¢ For each successful hit on an n opponent, 10% curnitlae 

tive spell failure penalty is applied | 

e Gains 1% magic resistance per level 


Disadvantages 
e May not use any magic items except for weapons 
and armor 








Kange 


Attributes 


You should roll until you hit a minimum of 18 Strength, 18 Wisdom, 
and 18 Constitution. This will keep your ranger both healthy and pow- 
erful, as long as you keep your other ability scores reasonably high 
(in the teens). 


Streneths 


Weaknesses 





Rangers are available to the following races: (v) 








































. Ef —Half-Elf 


RANGER _ 


The ranger is a warrior and a woodsman. He is skilled 
with weapons and is knowledgeable in the ways of the 
- forest, and often protects and guides lost travelers 
and honest peasant-folk. A ranger needs to be both 
strong and wise to the ways of nature to live a full life. 


Advantages 
e Has a Racial Enemy (for which he gets isisuces 
against) 


Disadvantages 
e Can only get up to TWO proficiencies per weapon 


ARCHER 


The archer is the epitome of skill with the bow. He is 
the ultimate marksman, able to make almost any shot, 
no matter how difficult. To become so skilled with the 
bow, the archer has had to sacrifice some of his profi- 
ciency with melee weapons and armor. Absolutely 
wicked! 





Advantages 

e +1 to hit and +1 to damage with any mises ¢ weapon 
for every three levels of experience. 

e Every four levels he gains the ability to make a 
called shot once per day. When he activates this abili- 
ty, any shot made within the next 10 seconds is aug- 
mented in the following manner (according to level of 
archer) 

4th level: Hits induce -1 THACO to target 

8th level: -1 to save vs. magic of target 

12th level: -1 to strength of target 

16th level: +2 bonus to damage 


Disadvantages 
e Can only become proficient in 1 melee weapons 
e Cannot wear any metal armor 









‘Comments 


Of all the kits inside the 
Ranger class, we think the 
Archer really shines above the 
rest. At higher levels (specifi- 
cally 16th), his arrows are oth- 
erwise known as “missiles of 
death,” commonly dealing out 
massive damage with a decent 
long bow. Make sure to take 
advantage of his ability to go 
beyond two proficiencies on 
missile weapons, and more 
specifically, the long bow. 


efi tet ae 
en ot 


Special: Racial Enemies 


Picking a racial enemy is actually rather simple. Our recommendation 
is to pick something very powerful (i.e. Dragon, Lich, Mind Flayer), so 
that you’ll gain the extra damage potential when you actually NEED it, 
as opposed to picking a monster that’s more common, and not really 
NEEDING the extra attack bonus. Picking enemies that are already 


weak is just plain 


stupid no matter how you look at it. It’s an RPG, so 


we’ll let you do what you want, but don’t come crying to us when that 
Dragon eats you for lunch... 


Complete Racial Enemy List 


e Mephit ¢ Shadow e Umber Hulk 
¢ilmp e Sahuagin ¢ Rakshasa 
e Ettercap e Kuo-Toa e Mind Flayer 
¢ Hobgoblin e Genie — 
: — : Sha ul ¢ Beholder 
nas mane ¢ Demonic/Fell 
° Ogre ¢ Lycanthrope © Lich 
e Slime e Troll ® Dragon 
e Otyugh e Elemental 

STALKER 


Stalkers serve as covert intelligence-gatherers, com- 
fortable in both wilderness and urban settings. They 
are the spies, informants, and interrogators, and their 
mastery of stealth makes them deadly opponents, 


Advantages 

© +20% to stealth ability 

e May backstab for lesser amount than the Thief class 
(level 1-8: x1, level 9-16: x2, level 17+: x3) 

e Has access to three mage spells at 12th level— 
Haste, Protection from Normal Missiles, and Minor 
Spell Deflection. 


Disadvantages | 
e May mot wear armor greater than studded leather 


BEAST MASTER 


This ranger is a wanderer, and is not comfortable in 
civilized lands. He maintains a natural affinity for ani- 
mals; they are in friends and comrades-in-arms, and 
the Beast Master has a limited form of telepathic com- 
munication with them. We feel he’s a bit underpow- 
ered, but serves his purpose if you’re an animal lover. 


Advantages 

¢ +15% to stealth ability | 

e Enhanced spelt-ability with regards to the following 
spells: 

*May cast Animal 

Summoning 1 at 8th level 

*May cast Animal 

Summoning 2 at 10th level 

*May cast Animal 

Summoning 3 at 12th level 


Disadvantages 
e Cannot use metal weapons (such as swords, hal- 
berds, hammers, or morning stars) 








Advantages 





aladin 


Upholding the virtues of truth, a paladin needs to meet a minimum 
ability score of 17 Charisma. We recommend jacking up the Strength 
to 18, Constitution to 18, and Dexterity to the mid-teens as well. 





Strengths 








Paladins are available to the following races: (v) 


PALADIN 


A paladin is a warrior bold and pure, the exemplar of 
everything good and true. Like the fighter, the paladin 
is aman of combat. However, the paladin lives for the 
ideals of righteousness, justice, honesty, piety, and 
chivalry. He strives to be a living example of these 
virtues so that the others might learn from him as well 
as by his actions. 


e Protection from Evil 
e Lay on Hands 
e Detect Evil 


Disadvantages | 
e Can only get up to two proficiencies per weapon 


CAVALIER 


This class represents the most common portrait of the 
knight: the gentleman warrior who epitomizes honor, 
courage, and loyalty. He is specialized in battling 
"classical" evil monsters such as demons or dragons. 
This class-kit is one of our favorites in the game for 
both its simplicity, and its overall power when it wields 
a Holy Avenger. 


Advantages 

e Bonus +3 to hit and +3 to deseaie against all 
demonic and draconic creatures. 

e May cast Remove Fear one time per day (per = 
¢ Immune to Fear and Morale Failure 

e Immune to all Poison effects 

¢ 20% resistance to fire 

¢ 20% resistance to acid 


Disadvantages 
e May not use missile weapons 


umn! 


Comments 


The restrictions on the paladin 
are rather demanding. 
Specifically, only being able to 
be lawful good, and also of 
human race makes most peo- 
ple look to other classes that 
have more flexibility. On the 
flipside, if you’re looking for a 
dragonslayer, the Cavalier is 
one tough cookie. The Undead 
Hunter is also brutally wicked, 
especially against Liches, 
Bone Golems, Vampires, etc. 
Check out the details to both 
the right and left of this col- 


I i AUT: 
Special: The Holy Avenger (Carsomyr +5) 


The sword to end all swords, the Holy Avenger is nothing short of 
god-like. With 50% resistance to magic, +5 damage to chaotic evil 
enemies (on top of the standard +5 damage), and the ability to dispel 
magic upon each successful hit, the Holy 
Avenger is easily one of the best items in the Fe. 
game, if not one of the best items in ALL of ak 
Faerun. We’ve seen critical hits above 50 Cia 
damage for gosh sakes! ¥ : 

All of you must be wondering why the heck 
we put this here, right? Well, it just so hap- 
pens that to wield the Holy Avenger you must a 
be a Paladin. That’s right folks, Fighters and . 
rangers need not apply. Get it? Got it? Good. See page #74 for more info! 




















The inquisitor has dedicated his life to finding and 
eliminating practitioners of evil magic and defeating 
the forces of darkness. His god has provided him with 
special abilities toward that end. 





Advantages 

e May use Dispel Magic once per day (per four levels); 
ability is used at speed factor 1 and acts at twice his 
actual level. 

e May cast True Sight once per day (per four levels) 
Immune to all Hold and Charm spells 


Disadvantages 

¢ May not use "Lay on Hands" ability 
e May not cast priest spells 

e May not Turn Undead 

e May not use Cure Disease Ability 






UNDEAD HUNTER 


This holy avenger has honed his abilities towards the 
destruction of the undead and other unnatural crea- 
tures. He is immune to many of their more devastating 

~ attacks, in addition to gaining some pretty incredible 
bonuses to his hit and damage rolls. 


















Advantages 

e +3 to hit and +3 damage vs. undead creatures © 
e Immune to Hold 

e¢ Immune to Level Drain 


Disadvantages 
¢ May not use Lay on Hands ability 














Cleri i fee 


Attributes Special: Dual-Classing Your Cleric 
Wisdom should be at a minimum of 18, because at maximum level We found that one of the most useful classes in the game developed 
you'll receive the two extra level one spells, two extra level two from our dual-classed Mage/Cleric. Our particular model was a level 
spells, one extra level three spell, and one extra level four spell. More 13 Mage, at which point we switched him over to Cleric. The trek to 
casting power! making a level 14 Cleric was a tough one, but if you can actually sur- 
| vive and surpass the level of your mage, 


Streneths W knesses you'll be in for a very pleasant surprise. Now 


you’ve got a Cleric who can cast wizard spells 
while he wears a helmet and packs a 
mace/shield combo. Not only that, but he can 
also deal out damage with melee attacks, 
then back himself up with spell casting abili- 
ties! It’s for this reason that we feel he’s the 
Clerics are available to the following races: ) most well-suited for dual classing. 








a 















Elf att Half-Ore_ 





ait ae. PRIEST OF HELM 


The cleric is a generic priest (of any mythos) who 

_ tends to the spiritual needs of a community. He is both 
protector and healer. He is not purely defensive, how- 
ever, and when evil threatens the cleric is well suited © 
to seek it out on its own ground and destroy it. The 
opposite is true of evil clerics as well. 






















Followers of the neutral God of Watchers and 
Protectors are warriors in their own right and are often 
seen as defenders of the innocent. 


Advantages 

e May cast True Sight once per day (per 5. tepals) 

e May cast Seeking Sword once per day (per 10 levels) 
*SEEKING SWORD: This spell creates a sword in the 
player’s hand (that cannot be dropped or unequipped). . 
The sword is +4 for purposes of determining what it 
can hit (although the bonus does NOT apply to dam- 
age), and it deals out 2-8 damage for any target that it 
hits. The weapons sets the number of attacks of the 
cleric to 3. It lasts for one round per level of the caster. 
When equipped, the wielder cannot cast further spells. 


Advantages 
e Turn Undead ability 


Disadvantages 
¢ Can only get one proficiency per weapon 
¢ Cannot use bladed or piercing weapons 





Disadvantages 
e Same as Cleric 


PRIEST OF TALOS 


Talos is the evil god of storms, destruction, and rebel- 
lion. Clerics of the Stormlord warn that Talos must be 
appeased or he will rain destruction upon the land. 



















PRIEST OF LATHANDER 


Lathander is the good god of renewal, creativity, and 
youth, and is celebrated nearly everywhere. His fol- 
lowers are very popular throughout Faerun, and there 
are numerous wealthy temples devoted to him. 


Comments 


Clerics serve as the ultimate 
healing machines, constantly 
maintaining your front line 
bashers during battle. And 
unlike mages, they automati- 
cally learn their spells when 
then gain levels, preventing 
you from having to deal with 
the annoyance of scribing 
scrolls. The class kits are neat, 
although not one of them 
stands out as a clear-cut pow- 
erhouse. The kits are more of 
an alignment choice than any- 
thing else, with one or two 
unique skills given to each. 


Advantages 

e May cast Lightning Bolt once per day (per 5 levels) 
¢ May cast Storm Shield once per day (per 10 levels) 
*STORMSHIELD: This spell lasts for 6 seconds per 
level of the caster. It protects thee caster from light- 
ning, fire, cold, and normal missiles. Very powerful... 


Advantages 

¢ May cast Hold Undead once per day Gis 5 levels) 

e May cast Boon of Lathander (per every 10 levels) 
*BOON OF LATHANDER: This spell lasts for 6 seconds 
per level of the caster. It gives the caster +1 to hit, +1 
damage, +1 to all saving throws, and gives the caster 
1 extra attack per round. It ae protects the recipient 
from level drain. 


Disadvantages 
e Same as Cleric 


Disadvantages 
e Same as cleric 











Dayatite 


Attributes 





on making them useful. 
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Druids are available to the following races: (¥) 





The druid serves the cause of nature and neutrality; 
the wilderness is his community. He uses special pow- 
ers to protect it and to preserve balance in the world. 
Yeah, yeah... but how are they in battle? Not anything 
to write home about, although they do get some really 
wicked class-specific spells. 


_ Advantages 
_ © Shape Change abilities 
¢ Decent spell casting abilities 


Disadvantages 

¢ Can only use leather armor and bucklers 

¢ Can only wield scimitars, clubs, darts, spears, dag- 
gers, slings, and staffs 


SHAPESHIFTER 


This druid is not called Shapeshifter because of his 
great access to a variety of forms, rather because of 
his complete dedication to a single alternate form. 
This druid has willingly allowed himself to become 
infected with Lycanthropy, but due to intense study 
and training he has the ability to control his affliction. 
The creature he becomes is that of a Werewolf, the 
most famous of all the Lycanthrope shape changers. 





Advantages 

¢ May shapeshift into the form of a Werewolf, once per 
day for every two levels 

¢ At 13th level he gains the ability to change into a ~ 
Greater Werewolf once per day 


Disadvantages 

¢ No other shapeshifting abilities due to the effort 
required maintaining balance in his primary forms 
¢ Cannot wear ANY armor 


Constitution and Wisdom are of the utmost importance to a druid. 
Having 18 points in each of these skills is almost required if you plan 


Weaknesses 









Druids have limited weapon 
knowledge, thereby prevent- 
ing them from going further 
than one proficiency per 
weapon. This really, REALLY 
limits their skills in close quar- 
tered combat. On the flipside, 
they offer some excellent spell 
potential (even more so if you 
bump up the Wisdom ability 
score). There are several use- 
ful druid-specific spells that 
really earn their place 
amongst the best spells in the 
game. 





Max Level: 
Special: libel petals 


Shapeshift i is one of those skills that 
you’re either going to love or hate. 
Beyond its place as a neat RPG ele- 
ment, we very rarely (if EVER) found a 
situation in which we felt like we 
needed to use it. If you’re still some- 
what excited about the 
shapechange ability, you 
might want to check out 
the Avenger who has 

the most extensive col- 
lection of animals and 
beasts to morph into. 

































This druid closely identifies with a particular animal, 
an animal that he feels represents his spirit. This 
grants him a special connection to the animal king- 
dom, and he is able to call upon their spirits to aid 
him. 





Advantages 
_¢ May summon a special Spirit Animal once per day 
(per five levels). Spirit Animal is randomly selected 
from either apie Bear, Spirit Wolf, Spirit Lion, or Spirit 
Snake. 


Disadvantages 
¢ Cannot Shapeshift 


AVENGER 


A member of a special sect within the druidic order, a 
druid of this type is dedicated to fighting those who 
would defile nature. Avengers have powers the aver- 
age druid does not: additional abilities that have been 
earned through extensive rituals, a process that is 
very physically draining. 


Comments 







Advantages 

e May shapechange into normal forms, as well as 
those of a Sword Spider, Baby Wyvern, and 
Salamander. 

¢ 6 Mage spells are added to his repertoire, all the 
way up to the 6th level. These are listed below: 

ist: Chromatic Orb, 2nd: Web, 3rd: Lightning Bolt, 4th: 
Improved Invisibility, 5th: Chaos, 6th: Chain Lightning 













Disadvantages 

e May not wear better than Leather Armor 

e On character creation he receives a -2 roll to STR 
and CON 












Wizard — 


Attributes 


Intelligence should be at 18, but the rest is up to you. We usually sug- 
gest that you give a few extra points to Strength, so that you may 
carry items. 


Streneths 










Mages are available to the following races: (¥) 


Elf Ha 





























The wizard strives to be a master of magical energies, 
shaping them and casting them as spells. To do so, he 
_ Studies strange tongues and obscure facts, and 
devotes much of his time to magical research. Wizards 
are rarely seen adventuring without a retinue of fight- 
ers and men-at-arms. Because there are different 
types (or schools) of magic, there are different types 
of wizards. The wizard studies all types of magic and 
learns a wide variety of spells. His broad range makes 
him well-suited to the demands of adventuring. 


Advantages Disadvantages 

¢ May cast ANY or ALL * Cannot learn as many 

wizard spells spells per level as a special- 
ist mage 


ABJURER 


A wizard who specializes in protective magics. 


Advantages Disadvantages 

¢ Gains one extra spell e Cannot learn spells that 
per level, just for being a are from the Alteration 
specialist mage school 


CONJURER 


A wizard who specializes in creating creatures and 
objects to assist him. 






Disadvantages 

¢ Cannot learn spells that 
are from the Divination 
school 


DIVINER 


A wizard who specializes in detection and divining magics. 


Advantages 

¢ Gains one extra spell 
per level, just for being a 
specialist mage 









Disadvantages 

e Cannot learn spells that 
are from the Conjurer 
school 


Advantages 

e Gains one extra spell 
per level, just for being a 
specialist mage 


Weaknesses 


Comments 


Probably the second most 
popular class after the Fighter, 
and for good reason. The wiz- 
ard and each of his class kits 
are powerful adversaries in 
the hands of an experienced 
player. With just a few high 
level spells, the tide of battle 
can be switched dramatically 
in favor of the caster. For this, 
the mage class gets our high- 
est recommendation for BG 
veterans. For newbies, we’d 
suggest more of a hybrid like a 
paladin or cleric. 


ll | t aM 
Special: Find Familiar 


If you decide on a wizard as your main character, you’ll be able to 
summon (and keep) your very own familiar upon casting this spell. 
You can only have one familiar at a time, and you'll permanently lose a 
point of CON from your ability score if your familiar dies at any point. 
Refer to our spell appendix in the back of the book for a little more 
info on this interesting and unique ability. 


Character Alignment/Familiar Matchup 


LN: Ferret 
N: Rabbit NE: Dust Mephit 
CN: Cat CE: Quasit 


*For a real hoot, try playing a Chaotic Evil wizard and then abusing 
your Familiar... simply priceless! 


LG: Pseudo-dragon LE: Imp 


NG: Pseudo-dragon 
CG: Fairy dragon 





ENCHANTER 


A wizard who specializes in manipulating the minds of 
sentient beings. : : 
Advantages — 

e Gains one extra spell 
per level, just for being a 
specialist mage 


Disadvantages 
-@ Cannot learn spells that 
are from the Invocation 
school i 


ILLUSIONIST 


A wizard who specializes in creating illusions to con- 
fuse and mislead. 


Advantages 

e Gains one extra spell 
per level, just for being a 
specialist mage 





Disadvantages 

¢ Cannot learn spells that 
are from the Necromancy 
school 


INVOKER 


A wizard who specializes in manipulating energy, such 
as Fireballs and Lightning Bolts. 


















Advantages _ Disadvantages 
e Gains one extra spell ¢ Cannot learn spells that 
per level, just for being a are from the 

_ specialist mage Enchantment/Conjurer 

: | schools © 

NECROMANCER 

A wizard who specializes in magic dealing with death. 
Advantages Disadvantages 


¢ Cannot learn spells that 
are from the Illusion 
school — 


¢ Gains one extra spell 
per level, just for being a 
specialist mage © 


TRANSMUTER (tteration) 


A wizard who specializes in magic that alters physical reality. 


Advantages Disadvantages 

¢ Gains one extra spell e Cannot learn spells that 
per level, just forbeing a are from the Abjuration 
specialist mage school | 

















Thie 


Attributes 


The thieves’ (a.k.a. “Expert treasure hunters”) most important 
attribute is easily their Dexterity. You should have no less than a score 


18 if you wish to enjoy your playing experience. 


Streneths 













To accomplish his goals, for good or for ill, the thief is 
a skilled pilferer. Cunning, nimbleness, and stealth are 
his hallmarks. Whether he turns his talent against 
innocent passers- by and wealthy merchants or oppres- 
sors and monsters is a choice for the thief to make. 


Advantages 

¢ Backstab! Backstab! Backstab! 

© 20 points per level-up to distribute among your 
thieving skills 


Disadvantages 
e Cannot wear greater than Studded leather armor 
¢ Cannot use any Shields except for bucklers 


ASSASSIN 


This is a killer trained in discreet and efficient murder, 
relying on anonymity and surprise to perform his task. 


Advantages 

-e May coat his weapon in poison once per day (per 
four levels). The next hit with that weapon will inject 
the poison into the target, dealing out 6 points of 
damage every 6 seconds for 30 seconds. A saving 
throw vs. Poison limits damage to 6 total. At 10th 
level, the poison acts twice as fast (but deals out the 
same damage). At 15th level, the poison acts three 
times as fast, does more damage, and can also slow 
the opponent. _ : 
e Bonus +1 to hit and +1 damage 


Disadvantages 
© Only 15% per level to distribute on attributes 


Weaknesses 








Special: Thieving Abilities 
There are seven thieving abilities in Baldur’s Gate II. At first level, your 
thief character will receive 30 points to allocate among his abilities. 


Every level thereafter he will gain an extra 20 points. These abilities 
vary somewhat depending on your character’s ability scores (refer to 


the official BG2 manual for 
more info on this subject). 
Special Abilities 

@ Open locks O Detect 
@ Find traps illusions 
© Pick pockets § @Set traps 
O Move silently 
@ Hide in 

shadows 


Comments 


The thief is versatile, so much 
so that he actually gets our 
vote for MVP of the game. 
We’re not sure why, but it 
seems like almost every single 
quest has at least one or two 
chests where you’ll need a 
thief to obtain what’s inside. 
You can get by without having 
a thief in your party, but if you 
do have one, you will con- 
stantly be using him. Not only 
that, but if you were to add up 
all of the XP for all of the traps 
and chests that your thief 
earned for you and your party, 
well... you’d have a heck of a 
lot of stuff to go over! 



























































This is a hunter of men, skilled in tracking quarry and 
bringing them back alive - whether for lawful authori- 
ties or underworld masters. Bounty Hunters are spe- 
cially trained at their task and make fearsome oppo- 
nents. They have honed their trap making abilities 
well beyond that of the average thief. 


Advantages 

© +15% to trap setting 

He can lay special traps (other than the ones that all 
thieves receive). The traps are more powerful than the 
typical thief trap, and the effect varies according to 
level. The effects are as follows: 

ist: The trap deals out damage and slows the target (if 
save is failed) | 

11th: The trap holds the target if a save is failed 

16th: The trap erects an Otiluke’s Resilient Sphere 
around the target (if a save is failed) 

21st: The trap mazes the target 


Disadvantages 
* Only 20% per level to distribute on attributes 


SWASHBUCKLER 





_ This rogue is part acrobat, part swordsman, and part 


wit: the epitome of charm and grace. The Swashbuckler 
is probably the best (thief) class kit for raw combat ~ 
ability, even though he has no backstab multiplier. 


Advantages 

e Bonus -1 to AC, with an additional -1 to AC for every | 
five levels thereafter 

e +1 to hit, and +1 damage for every : ive levels 

e May specialize in any weapons available to thieves 
e May get three profi ciency slots in the two weapon — 
style 


Disadvantages 


¢ No backstab multiplier 
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Attributes 


A bard needs a minimum ability score of 15 to his Charisma. We sug- 


gest you put the rest of his extra ability points into Dexterity and 


Intelligence, depending on the kit you choose. 


Streneths 





Weaknesses 



















; The bard is also a rogue, but he is very different from 


the thief. His strength is his pleasant and charming 
personality. With it and his wits he makes it through 
the world. A bard is a talented musician and a walking 
storehouse of gossip — tall tales, and lore. He learns a 
little bit about everything that crosses his path; he is a 
jack-of-all-trades but master of none. While many 
bards are scoundrels, their stories and songs are wel- 
come almost anywhere 


Advantages 
e Can pick pockets 
e Can use Battle Song abilities 


Disadvantages 
¢ Not all that powerful in any one area 


BLADE 


The blade is an expert fighter and adventurer whose 
bardic acting abilities make him appear more intimi- 
dating and fearsome. His fighting style is flashy and 
entertaining, but is also quite deadly. 


Advantages 

e May use Offensive Spin and Defensive Stance abili- 
ties once per day (per four levels) 
OFFENSIVE SPIN: Lasts 24 seconds, granting the 
Blade +2 to hit, +2 to damage, and an extra attack. As 
well, all of his attacks to maximum damage for the 
duration. 

DEFENSIVE SPIN: Lasts 24 seconds, roots him to the 
spot but gives —1 AC per level. This AC bonus does not 
go over —10. 


Disadvantages 

¢ Only has one-half normal lore value 

e Only has one-half pick pockets percentage 

e Battle Song does not become better with levels 








Special: High Lore Ability 


It sounds stupid, but we found 
the Bard’s lore ability (at high- 
er levels) to be one of the most 
useful skills in the game. Not 
only can we Save our wizard 
from having to memorize stu- 
pid level one Identify spells, 
but the we can also let our 
Bard be the “storage contain- 
er” for the entire party. With a 
decent STR score so that he 


may support a lot of weight, he 


turns into a mobile toolbox! All 
kidding aside, this will save 
you an awful lot of frustration 
when you need to identify an 
item in a crunch—it’s just so 
much easier to quickly get the 
job done with a bard then hav- 
ing to stop and reconfigure 
your mage every ten minutes! 





a 
: 












Having trouble dealing with all of 
those items you need identified? 
With a high lore ability, it’s automatic 
with a bard! 

























Comments 


The bard is decent for players 
looking to play a character 





standard fighter or thief. The 
class kits are cool, especially 
the Blade who gets a couple 
unique skills added to his 
already useful abilities. If 
you're into singing the joyous 
tunes of yesteryear while 












ends of them, then by all 






kidding.) 





with a little more pizazz than a 


prancing around in little stock- 
ings with bells attached to the 


means pick a bard. (Ed. — He’s 






ESTER 


This bard is well versed in the arts of ridicule and 
hilarity, and uses his abilities to distract and confuse 
his enemies, cavorting madly during combat. Do not 
mistake him for a true fool however, as he can also be 
quite deadly. | ct 


Advantages 

e The Jester’s song does not help allies. Instead, it 
affects every opponent within 30 feet, and they must 
Save vs. magic at +4 once per round or they will be 
confused. 


Disadvantages 
e None 





SKALD 


This Nordic bard is also a warrior of great strength, 
skill, and virtue. His songs are inspiring sagas of bat- 
tle and valor, and the Skald devotes his life to those 
pursuits. — 





Advantages 
e +1 to hit and +1 damage with all weapons 


_ © The skald’s song is different from the typical bard 


and varies with level: : 

1st— Gives allies +2 to hit, +2 to damage, and —2 to 
\ ee : 

15th— Gives allies +4 to hit, +4 to damage, and —4 to 
AC : 

20th— Gives allies +4 to hit, +4 to damage, -4 to AC, 
immunity to Fear, Stun, and Confusion 


Disadvantages 
¢ Only has one-quarter pick pockets percentage 
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Attributes 


Much like the wizard, the sorcerer needs to focus on Intelligence to 
get ahead. A minimum of 18 there, plus whatever extra you can spare 
on stats like Constitution or Dexterity. 


St | 
Strengths = 





BF Half-Elf Human Ef Half-Eff 


Sorcerers are practitioners of magic who were 
born with the innate ability to cast spells. It is 
thought that the blood of some powerful crea- 
ture flows through their veins: perhaps they are. 
the spawn of the gods themselves, or even 
dragons walking around in humanoid form. 
Regardless, the sorcerer’s magic is intuitive 





§SPon 


Attributes 


if you’re looking to fully utilize the monk. He needs to hit hard to be 


Strength, Constitution, and Dexterity should all be pushed to the max | 
| 
useful. | 


Streneths Weakn 























Monks are warriors who pursue perfec- 
tion through contemplation as well as 
action. They are versatile fighters, espe- 
cially skilled in combat without weapons 
or armor. Though monks cannot cast 
spells, they have a unique magic of their 
“own. They channel a subtle energy, 
called Ki, which allows them to perform 
amazing feats. The monk’s best known 
feat is the ability to stun an opponent 
with an unarmed blow. 


Advantages 

e The monk can make one unarmed attack per round: 
he gains one additional attack per every three levels 
there after, a monk starts off moving at +2 move gain- 
ing +1 move for every five levels thereafter, monks gain 
+2 save for all spells 

e May use Stunning Blow once per day (per four lev- 
els). All attacks in the next six seconds force the victim 
to save or be stunned. 

* Deflect Missiles ability, which gives them a -1 AC vs. 
missiles for every three levels 


slowed or hasted 

8th level: -1 to speed factor 
(+2 at 16) 

11th level: Immune to poison 


as +2 weapons 


5th level: Immunity to all diseases, and cannot be 
7th level: Lay on Hands to heal 2 HP per level 
gth level: +1 to all saves, immune to charm 


1oth level: The monk’s fist is considered a +1 weapon 


12th level: Another —1 to speed factor, fists are treated 





Special: Limited Spell Library 


Not only does the sorcerer have a limited volume of spells that he may 
cast, but he also has to worry about planning ahead and making sure 
to pick the right spells for each level. Unlike a regular wizard, where 
you can afford to buy a crappy scroll once in a great while, the 
Sorcerer (in that same situation) would be handicapped forever. When 
you pick a spell, make sure that you research the heck out of it and 
that it’s one you’ll want. If not, then you just wasted one of your pre- 
cious spell slots on a useless piece of crap. Another thing to be aware 
of is the fact that normal wizards gain XP upon each successful scroll 
that they scribe into their spellbook. No such luck with a Sorcerer... 


Comments 


At first glance, the sorcerer seems like he has an overwhelming vol- 
ume of spells at his disposal. But soon enough, you’ll learn that this 
isn’t true and that he only has a select few. Each time you cast a level 
one Magic Missile, the rest of your level one spells are also reduced 
by one. So in actuality, he hasn’t much more volume than that of a reg- 
ular mage. So then, what is his advantage we ask? Not having to buy 
and scribe scrolls? Hmm... 


©) Sorcerers are available to the following races: 


SORCERER 


rather than logical. They know fewer spells than 
wizards, and acquire spells more slowly, but 
they can cast spells more often and have no 
need to select and prepare spells ahead of time. 
sorcerers cannot specialize in magic like wiz- 
ards do. Other than these differences though, a 
sorcerer is very similar to the wizard. 


Advantages 

¢ Does not need spell scrolls to learn spells 
e Can cast more often than a regular wizard 
¢ Doesn’t need to prepare spells 


Disadvantages 
* Cannot learn as many spells as the wizard 


Special: Limited Spell Library 
He’s immune to haste, slow, and charm spells. His saving throw 
bonuses are incredible. His magic resistance is at 39% at 13th level. 
All of his special skills are of extraordinary power. What else could you 
ask for? Seriously though, his Quivering Palm skill is simply incredi- 
ble. At 13th level, you’ll be a madman on the loose with the ability to 
kill almost any opponent with a single hit! It’s like having a death 
spell chained to your character’s fist! Now that’s hardcore, isn’t it? 


Comments 


The monk is an interesting character class that really took us by sur- 
prise. We wrote him off as soon as we found out that he couldn’t wear 
armor, but then after delving into him a bit further, we found out that > 
we had a monster on our hands! One more little thing that you’ll really 
notice after dealing with turtle-like mages is the fact that monks move 
fast. Really fast. bis 

All in all, we think the monk is a great character class for someone 
who’s looking to play a bit differently, even if he is a bit shy in the spe- 
cial abilities department. He does kung-fu fighting, and he’s as fast as 
lightning! 


() Monks are available to the following races: 






spell gives them one hand attack. If they hit an oppo- 
nent, the opponent must save or die. 

44th level: The monk gains 3% magic resistance per 
level (i.e. 39% at 13th level) 

15th level: Fists are treated as +3 weapons 

20th level: He is immune to non-magical attacks 

; Disadvantages 

¢ The monk cannot wear armor... yikes! 

¢ A monk can only use weapons available to the thief 
class (except 2-handed) 


13th level: Quivering Palm spell once per day. This 








Harbaria 


Attributes 


Exactly like the Fighter, he needs 18’s in Strength, Dexterity, and 
Constitution. This makes your Barbarian Rage skill even more useful 
than it already is! 


Strengths 





© Can’t wear plate mail 
e Can’t specialize past two slots 
* Too limited, not versatile enough 


elim elas 


Special: Barbarian Rage 


The Barbarian Rage is basically an enhanced Berserk, granting the 
user immunity to some of the most common “frustration” spells in the 
game (i.e. Charm, Domination, Confusion). Not only that, but he also 
gets a +4 to CON and STR abilities! This makes for some serious hit- 
ting power! He’s not quite as cool as Conan, but it works! 


Comments 


The barbarian is almost like a watered down fighter, but with extra 
abilities to help make up for his drawbacks. He’s slightly faster, and is 
immune to all forms of backstab damage. He rolls a D12 instead of a 
Dio like a fighter, which means that his maximum HP can (potentially) 
be greater than any other class in the game. He’s worth a shot, but if 
you’re looking for an all-out powerhouse, we recommend the fighter. 





Half-Elf Gnome Halfling Dwarf Half-Ore 


BARBARIAN 





A barbarian can be an excellent warrior, while 
not quite as specialized as the fighter. The bar- 
barian can willingly throw himself into a 
berserker rage, gaining significant STR and CON 
bonuses for the duration of the effect. 


Advantages 





Reputation Effect 
on Item Cost 


While adventuring, you’re bound to come 
across a few things that may effect your 
reputation one way or another. And as 
you Can see, sometimes it actually does 


protection for your character. 











¢ Move at 2 points faster than the usual character 
e Immune to backstab 
e Rage once per day (per 4 levels). Rage gives 
them +4 to CON and STR for five rounds. Gives a 
: : -2 AC penalty and +2 to saves vs. magic (for five 
: __.-rounds). Rage also gives immunity to Charm, 

: Hold, Fear, and Level Drain. 


CHARTS, GRAPHS, AND MORE CHARTS! 


Listed below are charts for each type of armor, and exactly what each one of them has to offer in terms of 


e At 11th level, the barbarian gains 10% resistance 
to slashing, piercing, crushing and missile damage. 
He gains +5% to this every four levels thereafter. 

¢ Rolls a D12 for HP (at level up) instead ro) ar 
Dio like a normal fighter 

Disadvantages 

¢ Cannot wear full plate, or plate mail - 

¢ Cannot specialize past normal specialization 








Me will crush... | . ty 
crush you to GOO! = 


Armor Bonuses 





pay to be good! Armor AC Armor AC 
Reputation % Cost Reduction Buckler “1 Studded Leather 7 
20 -50% Small Shield -1 Chain mail 5 > 
19 -40% Medium Shield —-1 Splint mail 4 =2 
18 +30% Large Shield “41 Plate mail 3 = 
a pie Leather 8 Full Plate armor 1 
oO 
15 -10% 
14 Neutral 
33 ; prance Armor Protections 4 
wee a Armor Slashing Piercing Bludgeonins 
hd Neutral Note: Check pecific character class, and Leather oO +2 oO 
9 10% then refer to’ art to see what sort of Studded Leather ~2 1 0 
8 se penalties will be incurred as a result of not Chain mail “2 0 +2 
: 50% being able to wear certain types of armor, use Splint mail 0 “1 “2 
5 10% certain shields, etc. Sometimes, it’s too easy Plate mail ¥ o o 
4 50% to glance over stats without really under- Full Plate armor ~4 3 o 
3 100% standing what they mean. In AD&D, stats are 
2 or lower Store will not sell items | 4 core part of the game. If you don’t under- 








stand ’em, you won’t understand the game. 











Experience Point 


HP TABLES AND MORE! 





Before you even begin to think about which character will be right for you, take a gander at the charts below. 

(HP) Tables Check to see if the character you had in mind is really what’s best for you (level-wise), as there really are no 
“best characters” in Baldur’s Gate II. The XP tables have been broken down into two sections with one used by 
Warriors and Wizards, and the other used for Rogues and Priests. 








Lvl. Cleric/Monk Druid Thief /Bard 


oe a N/A N/A 


03 | 3,000 4,000 2,500 = 








05 13,000 12,500 10,000 





09 225,000 90,000 = 110,00 000 









1,125,000 






15 1,575,000 3,000,000 “4300, 000 


rere) 


17 2,025,000 500, 000% : 1,540,000 









z 19 2,475,000 1,500, 000" | 1,980, 000 


21 2,950,000 Nios : | 2,420,000 


"375,000 






750,000 





900,000 — 





1,250,000 1,500,000 1,125,000 


1,875,000 





2,250,000 2,700,000 2,625,000 











2,750,000 3,300,000 3,375,000 





Note: The numbers in GOLD represent the maximum attainable 
level per class. 



















Note: All characters in BG2 will start with a minimum of 

89, 000XP, unless you played the Tales of the Sword Coast expan- 
sion, in which case you'd start with 161,000XP. The reason for this 
is so that your characters are more balanced with the higher level 


monsters in BG2. 


What It? 


A sidebar that scours the depths and intricacies of your 
mind, but only before your realize it’s stupid... @ 


While you were creating your character for Baldur’s Gate Il, 
you just so happened to stumble across a rune that enabled 
you If you could pick any wizard spell from Baldur’s Gate II 
and have it as one of your own real-life super duper magics, 
what would it be? Would you take a powerful offensive spell 
like Fireball? How about a defensive spell like Armor? Then 
again, no one could pass up the chance to be Invisible, could 
they? Think long and hard, and remember that you can only 
pick one. Refer to our results table for some of our favorites. 


Spell 
Detect Evil 


Stinking Cloud 


Comments 


Dealing with a car salesman who just seems 
too good to be true? Ztlllzzzzt! Detect Evil 
and you'll know soon enough! 


Sarah Michelle Gellar? Charlize Theron? Hot 
little Bridget from down the street? Bing! 
She’s yours with this nifty little spell. 


The possibilities are ENDLESS. This spell is 

for all you snoopers and sneakers who just 

can’t get enough of that Mission Impossible 
crap. Happy lurking! 


Sure, you say. What the hell am | gonna do 
with Mirror Image? Well, if your friend is try- 
ing to hit you with his brand new slingshot, 
this is the most valuable damn spell in the 
world! Umm... no. 


Like Invisibility, this one has A LOT of 
potential. You could throw large objects, 
move big stuff, smash things, etc. 


Tired of dealing with your annoying parents, 
friends, or relatives who never seem to know 
when to stop? Time for a nappy, | say! 


God knows some people have CHA scores 
in the negatives. This spell might be just 
the thing to make some, er... friends. 


Strangely enough, some people are 
already blessed with the supernatural abil- 
ity to knock people out with a certain type 
of “Stinking Cloud.” Not sure how it works 
though... 
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Before We Otart... 
Th E ( R TI [ AL Unlike the original Baldur’s Gate, BGI! starts the player right in the midst of an action 


sequence. Even if you choose to import your character from BG1, you'll be stripped of all 
= your equipment, and then forced into a short cinema. So regardless of what class youre 


playing, it’s time to get tanked up and start thinking like an AD&D'er! 


3 ae Te | 4 ; : 
: f aes BS TiAaAmnanRr 

4 e Ga i ea weta nears 
sav ww = we SEEN aww * 


immediately after stepping out of the 7 ©) BSCCCe Ea 

cage, imoen will join your party.Andfor +» “"4"= |) Alignment: Neutral Good 
those who are wondering, there is NO a, @ eye 57 AC: 6 
possible way to screw up the dialogue : ‘ 

and keep her from joining you. All in all _ 7 STR: 9 INT: 17 
though, she’s quite good at what she a a 1) > Cer) WIS: 11 
does, evenifhercommentscanbeabit ~ | CON: 16 CHA: 16 
ridiculous at times. With that in mind, < ; er ee to 

take her in and move along. 


e Peruse the table in the room to the Ma CL | ee Wee = * Head down to the room with the Energy 
southwest, and grab the items resting on , 3. = Machine, and flip the switch up against the 
top of it (and also inside the chest up ‘ — 8 - © north wall to stop it from spawning 
against the wall). Have Imoen search for at se ee _siLightning Mephits (in the meantime, you'll 
traps and disarm the one up on the wall for hs a ee ae = et 420XP per Mephit, so fight as long as 
an easy 1,750XP. Then, pick the lock and See Ly Pee ~COyOU like). Continue on... 

get another 400XP. Grab the JailCell Key § , cr. 3 

and bring it back to the main room before 

acquiring two more characters in your 


party. 


' 3 & | 
eave §F& WE Y BEE WEEEUUE < 


Beet 


Talk to Minsc, and get him angry by Class: Ranger 


repeatedly insulting him until he breaks | , Alignment: Chaotic Good 
out of the cage. After he busts out, | | HP: 69 AC: 8 


you'll need to switch your attitude and 
begin talking to him like a normal oo STR: 18/93 INT: 8 
human being. Be courteous, and make “ DEX: 16 WIS: 6 
sure to be nice to Boo if you want Minsc CON: 16 a) tae) 
in your party. You'll get upon Pefor #06 | 
Minsc entering your party. 
e In the very next room, talk to the genie 

: r “es : : eS - (Aatagah) and tell him that you’ll answer 
04 HeW Fart WiGMVer: sen) if - his silly question. When asked to reply, 

2 ic | ae ene oe - simply say that you’d “press the button” 
When talking to Jaheira, remember to : | Class: Fighter/Druid ~ and you'll be forced to fight an Ogre Mage. 
take her abusive comments until she oo) Mm \uciemicm iici@m = (Note: The Ogre Mage’s usually carry 
joins you. Don t insult Khalid, and don't fc HP: 51 AC: 7 ' decent treasure). You'll get 3,500XP for 
even mention anything about “aban- | 1S () sTR: 15 INT: 10 7 taking the GenieQuiz™, plus 650XP for 


doning her” in the cage. Use the a _. : killin 
_ 45 : : : g the Ogre Mage. If you choose to 
that you acquired inside the ba, DEX: 17 WIS: 14 ' “not press the button,” you'll fight some 


chest inthe previous room. Oncecom- 0) ei CHA: 15 - wimpy lil’ Gibberlings and get no extra 
pleted, you'll get for admitting of : items. 
her into your party. 











Sewer Area 


2 Pa 





Begin Game 


Experiment Area 


*Use Energy Cells to 
Activate containers 


















Rey | f Im to Acquire Quest Based Item Powerful Magi Item - 7 | in) Na ING Stne aD Tal | 

item 2 location Item location —_ 1 ROISE REDIITATION 

MDagger+1 ——____ Behind painting © O} P. of Master Thiever Inside bookshelf eg TEEVS PERE SEE VEE 
Potion of Healing : Behind painting Portal Key Inside chest a re amma : 
; ® Long Sword i On table ae of Inside dresser - pecs et | 
ot Extra Healing x2 EI ale wo-Handed Sword - 2 From, n Malaac es ectar Early in the game, it H 
@ sah Sti eee ves A Of tH a ade chest rt ha ices pode — 
CE) ) Potion of Healing x5 n Seale ; Potion of F rtitude : side bar | Sc ay 
p Mail of the Dead 22 Ilyich’s land of S nse) on Key Ontable SS is your thing. : 

ryvad rn tyicn Ss DOGY — | : ES KEY tOneS DOQY — _ (Note: These vahars re vhat it. 

P a Pra Healing x2 Inside crate @ Wand of sree Missiles On pedestal Cj. _— shee fon eine on . 

P. of Extra Healing x2. On table Wand of Frost On pedestal : point from that particular level). 






D Wand of Frost Ke +t Sc LUIIs oe : Wand of Fireballs = On pedestal 











) War it Key jug ly Wand of M.Summon __ On pedestal 1,500GP 10: 500GP 
Botton 0 fea ing x2 mse small chest Wand of Lightning On pedestal 2: pear ee oak 
Oil of Speed Inside large chest Wand of Cloudkill On pedestal ee 
Potion of Healing x3 Inside small chest Ring of Protection+1 | Onstatue . 500GP - 4,500GP 
Helmet of Infravision —_Inside small chest Girdle of Bluntness Inside chest 43. 6 400GP 15: 2,000GP 
®@ enue eth wiete. inf inside Sou Elixir of Health x4 Inside cabinet ~~" -7: 200GP 16: 2,500GP 
| nentat Statue —insi abinet potion oe pelle & Wisi SS | 8: 300GP 17: 5,000GP ~ 
ntning Key arene C fet —. Frennedat Inside ches | 9: 400GP 





m of Balduran __iisice cabinet 





e Talk to the Sewage Golem, tell him you’re 
his “Master,” and you'll find out that you 
need the Activation Stone. Search the room 
for some decent items, including a locked 
chest which will give you 400XP upon suc- 
cessfully picking it (refer to the “Key Items” 
chart for more info). 


e Whack the two Clay Golems inside the 
small room (get 4,000XP), and you'll pre- 
vent them from troubling you later on in 
this dungeon. Enter the room to the north, 
and approach the life-support jar to initiate 
the conversation with Rielev. Agree to take 
him out of his misery and suffering by tak- 
ing the Energy Cells (get 4,000XP). Search 
the barrel, and make sure to grab the 
Activation Stone from atop the table 
before leaving. 


' @ Proceed back toward the Sewage Golem, 
: and stop off in the room to the south. If 

: you So desire, you may use the Energy 

: Cells to activate FOUR of the 11 tubes (to 

' get some info). If not, then proceed into 

: the room and take out the two Ice Mephits 
: to get a quick and easy 840XP. Disarm the 
: trap on the crate before attempting to pick 
: the lock, and you'll get 4,750XP, followed 

: by 400XP for picking it. 


_ e Enter the library and search the bookcas- 
_ es to find some useful items. Dash north 

' and encounter Ilyich in the very next room. 
- He’ll attack no matter what you say, so just 
- force your way into the room and have 

- your fighters begin whacking away at the 

_ two archers. Move ALL of your other char- 

- acters near the mage, and put him out of 

- commission. With the archers down, and 

- the mage out of the way, the rest of the 

- fighter dwarves will fall without a hitch. 


' @ Tell the Sewage Golem that you are his 

; master, and then let him know that you 

: have the Activation Stone. When you hand 
: him the Activation Stone he will open the 
: FOUR doors that lead to the central hub of 
: this dungeon. This will allow you to 

' progress and get further into the dungeon. 
; Upon completing this task, you’ll gain 

: 3,000XP. 


When the dust settles, you’ll gain 2,820XP 


- for taking out the whole group. Before you 
_ proceed, search the room for goodies and 
- make sure that you grab the Acorns. You'll 
- be needing these a bit later... 


- © Once past the dwarves, pass up the 

- locked door (for now) and disarm the trap 
- to earn 4,750XP. Upon entering the next 

- room, you'll see a Cambion trapped inside 
- of a magical sphere. Switch the lever in the 
- center of the room TWICE to release the 

- Cambion from his bubble. Be ready to go! 

- You'll gain 6,e00XP for the fight, at which 

- point you should grab his gear before 

: backtracking to the newly opened passage 
_ that leads to the center of the dungeon. 


3 e Yep, there’s an Otyugh blocking your path 
; and you'll have to take out the trash before 
- continuing on. Don’t be scared off by his 

- overwhelming size though, as the Otyugh 

: really isn’t all too tough. Get set right 

- before you enter the area with defensive 

: spells like Barkskin and Aid, then crash 

: into the room and tear the Otyugh into 

: oblivion. 

- e When you defeat him, you’ll get 650XP. 

- Search his dead carcass for the Wand of 

: Frost Key. Disarm the trap on the chest 

: (get 1,750XP), then pick the locks on the 

. two adjacent chests (get 800XP) before 

- beginning your search for items. This room 
_ is absolutely littered with goods, so make 

: Sure to refer to the “Key Items” chart for 
more info. 





@ Make sure to always SAVE your 
game before attempting to “Write 
Magic.” If it’s a higher level spell, 
you have a good chance of failing 
while scribing it on your first try. It’s 
all based on percentages, so keep 
trying! 


© Did you know that spell scrolls 
give XP? First level spell scrolls give 
1,000XP, second level gives 
2,000XP, all the way up to eighth 
level spells giving 8,oo00XP! Don’t 
pass up this free experience! 


© Sorcerers and Clerics need not 
pay attention to this tip, because 
they don’t scribe scrolls. 


e Proceed through the northern door and 
head down the long narrow passageway. 
When you enter the bedroom, have Imoen 
search for traps and you'll detect three 
separate rigs. Disarm all three and grab 
5,250XP. Pick the lock on the small chest 
next to the bed (get 400XP), and then 
begin scrounging for items. Make sure to 
grab the Air Elemental Statue before leav- 
ing. Check out the room to the left (with 
the portal) and grab the items inside the 
jugs, then run all the way over to your right 
and chat with the Dryads. Let the Dryads 
know that you already have their precious 
Acorns, and you'll get 9,500XP. If you 
haven’t taken out the two Clay Golems 
from earlier on (in their holding pen), they 
will attack you when you set off the silent 
alarm to the master bedroom. Just be 
aware and have your fighters ready. 


Baldur's Gate 


We reference several different tech- 
niques throughout this guide while 
explaining combat, but most of them - 
revolve around a version of these 
basic tactics. So when all else fails, 
and you're sick and tired of reload- 

ing the damn game, resort to the 
cheese! Watch for Part II in just a 

few pages. 





Yeah, it seems rather obvious 
to keep certain characters 
assigned to certain tasks, but 
it’s a darn shame how many 
players we see using mages as 
front line fighters and thieves 
as blockers. Yikes! Don’t do 
that! Remember to use the 
specific characters strengths 
to your advantage, meaning 
that you should never have a 
mage do a fighters job. 


e Continue down past the trees and into 
the master bedroom and find — you 
guessed it — a whole slew of traps. Disarm 
all seven traps to get 42,250XP. Grab the 
Portal Key and the rest of the items before 
heading back to the locked door near the 
room where you fought the Cambion. 


e Using the Air Elemental Statue is the 
ONLY way to unlock this door. You’ll be 
taken to a new map (a very small one) that 
turns out to be Malaaq’s place of resi- 
dence. Run toward the top until you reach 
the area with the genie lamp. Rub it, and 
chat with Malaaq. Agree to release the 
genie from his bottle in return for one of 
your magic weapons that he is holding. 


Note: This area doesn’t need a map 
because it is a very linear path. Just follow 
the boards and you'll reach Malaag. 






aware! 


“Part | of a Il part series... and the fun has just begun!” 


oe saa@ssaw +r 


Even though the effectiveness 
of the Charm and Confusion- 
type spells have been tweaked 
down since the first game, 
they still pose a major threat 
when in battle. Whenever we 
lost a battle against the enemy 
Al, nine times out of ten it was 
because of some wacky confu- 
sion or charm spell that we 

_ weren’t prepared for. Be 


oe 


: ¢ When you return to the Dryads, tell them 
' that you are searching for a special genie 

: flask. Since you have offered to help them 

' out a bit earlier (with their magical acorns), 
7 they will give you a flask for free. Return to 
 Malaaq with the Genie Flask and he will 

: give you Sarevok’s Sword of Chaos +2, 

: and 15,000XP! 


: @ Once you’ve acquired the Portal Key, you 
- can move freely between the first and sec- 

: ond dungeons using the mirror-like portals. 
: Just highlight the portal, and walk through. 
- When you arrive in the second dungeon, 

. search the crate and grab the Wand of 

' Cloudkill Key, and the spell scroll. 

: Continue forward and you'll be greeted by 
anew NPC, Yoshimo. 















Turn your group into a Mobile 
Chainsaw Unit™ by arming 
everyone with two swords and 
a set of plate mail. Now, 
ATTACK! (Note: This tactic only 
works if you chant (verbally) 
with your friends while play- 
ing. We often bashed each 
other with blunt objects just to 
get psyched before trying this 
technique. It’s just THAT cool!) 

















Baldur's Gate 


HEESE 
| aaa 


This section is a continuation of 
the last one, but with illustrations 
and screenshots to help further 
your knowledge of combat. We feel 
this is necessary for those of you 
who are new to the world of 
Baldur’s Gate. And for you veter- 
ans, well... this should get you 
back on track in no time! 








Fight with 
Assassins 





a a) | part series... it’s coming to an end!” 


Close Quarters Combat Monsters as Fodder Fighting From a Distance 


When you’re fighting inside a 
cramped dungeon, it’s easy to 
forget about tactics and lean 
towards all out brawling. 
While this works to some 


extent, we found it best to use - 


the “draw-out” technique 
instead. Have one of your 
characters move up ahead 
where you know there are 
monsters, and then draw the 
creatures back to your already 
prepared party. 





Although the developers 
reduced the amount of control- 
lable monsters to FIVE at any 
one given time, they still work 
wonders when it comes to 
blocking or distracting an 
enemy. Summon monsters 


_BEFORE a scripted battle, then 


make sure to use the time they 
serve as blockers to the best 
of your ability. (Note: In dia- 
gram, we would follow up with 
our characters in the rear). 





The enemy Al is not too keen 
when it comes down to priori- 
tizing their attacks on your 
party. You’ll never see them try 
to take out your mages and 
archers first (like they should). 
Because of this, we recom- 
mend that you always keep 
your fighters toward the front 
of your party to attract the 
attention, and then have your 
archers pick away from a dis- 
tance. 





BALANCED PARTY 


Below area couple of tips to help 
_ you with class selection when oe 
| making a party. : 


-@Whilea group comprised of six 
_ mages or six fighters sounds tempt- 
_ ing and somewhat unstoppable, 
trust us, you'll be stopped. It’s far — 
better to bring a balanced group 
than it is a very one-sided one. 


= bd 


2) We think the best party (for the 

_ single player game) is as follows: 

_ two Mages, two Fighters, one Cleric, — 
and one Thief. Whether or not you 
want to replace a Mage witha 

_ Sorcerer, or a Fighter with a Paladin 
ay to you. Keep it diversified! 


























: ° Another tip fora well-balanced: 
party is to make sure that you have 
enough beer and chips for every- 

one. Otherwise, bad things start 0) 
happen... 










or a] 





me New Party Member! 








The Mephit Portals 


e Get tanked and walk through the door to 
the right of the portal, then immediately 
begin focusing your attacks on the four 
Mephit portals. Upon destroying all four, 
you'll gain 20,0e0XP. Note that you WILL 
NOT get any XP for the Mephits them- 
selves, so make it a point to destroy the 
portals and stop the Mephits from spawn- 
ing as quickly as possible. 

e Sweep the room for items, then proceed 
through the door to the west. It’s nothing 
more than a creepy experiment lab, so 
quickly take care of the assassin, then 
pound on the Escaped Clone and get an 
easy 1,250XP. Grab the items from the bar- 
rel up in the corner before heading outside 
and watching the scene with Jaheira and 
Khalid. If you want to keep her in your 
party, remember not to insult Khalid in any 
way. When all is said and done, continue 
through the door to the north, and disarm 
the trap before crossing the bridge (get 
4,750 XP). 








e Give all six of the wands to your main 
character, and have him/her walk up along- 
side the wall and use the wands on each of 
the corresponding pedestals. For each trap 
that you disarm, you’ll trade the wand key 
for the wand itself. This will enable you to 
bypass all of the traps and still grant 
access to all of the connecting rooms. If 
you haven’t been collecting the wand keys, 
now is a good time to refer to the key items 
list and do so. 


Voshimo 


Class: Bounty Hunter 
Alignment: True Neutral 
il mets) AC: 4 

STR: 17 INT: 13 
DEX: 18 WIS: 10 
0) | Ee) CHA: 14 


Refer to page #96 
for more info 


Ulvaryl 





e Enter this room ready to go. Spells like 
Haste, Barkskin, and Aid all work well. 
Have everyone focus their attacks on 
Ulvaryl to try and take her out before she 
teleports to safety. A good trick is to have 
one of your mages cast Chromatic Orb. If 
you manage to freeze her (with the effects 
of the spell), you can simply pound her into 
oblivion. If you do manage to kill her 
before she warps away, you'll get 8, oooXP. 








e There is a small group of dwarves waiting 
- for you to stumble into their humble 
- abode. Straight up mop these fools, then 


proceed to search the area for key items. 


: After taking out the whole group you'll get 
: 4,880XP. There are two locked chests 
- which upon picking, you'll get SooXP. 






Frennedan 


' e In this room, you'll need to detect two 

: traps, and pick two locks for a total of 

: 4,300XP. Scour the room for items, then 

- talk to Frennedan and agree to let him out 
- of his cage. Use the Key to Frennedan on 

- the door, and immediately begin attacking 
: him. You'll get 3,000XP upon destroying 

- his new form. Enter his room and disarm 
and pick the lock on the trapped chest for 
' 2,450XP. Grab all the goods then head for 
: the exit... 


Exit to the Querworld! 


; © On your way to the exit, you'll be 

: attacked by the last few assassins. Take 

' them out (get 2,500XP), and proceed 

- toward the exit of the dungeon. Upon leav- 
: ing, you'll be treated to a brief cinema with 


Irenicus, at which point you'll be in the the 


: town of Athlatka, inside Waukeen’s 


Promenade. If there is anything else that 


: you’d like to do inside this dungeon, do it 
- now as you WILL NOT be coming back! 


WALK-THROUGH 


Perusing the Town 


e Right after the scene with Imoen you’ll 
begin in Waukeen’s Promenade, at which 
point you should walk around town visiting 
the various shops, inns, and taverns. 
Collect all the necessary info from the 
townsfolk, and proceed over to the Circus 
Tent when you’re ready to continue. 


The Circus Tent 


e When you arrive, talk to Giran (the boy) 
outside of the tent before entering. This is 
an easy sidequest that shouldn’t be avoid- 
ed. Speak with the guard, and then enter 
the tent against his recommendation. Once 
inside, answer the Genie’s first question 
with the following response: “The prince is 
30 and the princess is 40.” Upon doing so, 
you'll get 14,500XP. 

e Enter the dome and speak with Aerie, 
and you’ll find that she requires a certain 
magical item to be returned to her normal 
form. 


New Party Member! 


e Talk to the Spider and let her know that 
her son (Giran) is still waiting outside. This 
is the second part of this mini-quest. 

e Once you’re packed up and ready to 
fight, head through the door to the north 
and enter the next room. Inside, you’ll be 
up against a slew of illusions. And remem- 
ber, these are illusions, not REAL enemies. 
As such, you can have your clerics cast 
Dispel Magic (or True Seeing) to dispel 
them. Before you head up the stairs and 
into the next room, check the flower pots 
for some assorted spell scrolls. 


+20), Illusionist 


Noteworthy Items 

e Girdle of Piercing 

e Ring of Human 
Influence 

e Five assorted scrolls 


e Once Kalah hs fallen, the tent will return 
to its normal form and all illusions will be 
dispelled. You'll get 25,000XP for complet- 
ing the quest. 

e On the way out, talk to Hannah and let 
her know that her son is outside. You’ll get 
500XP. Once outside, talk to Giran (the 
boy) and get 2,500XP more. Chat with the 
Amnish Soldier and you'll gain one reputa- 
tion point! 


Aerie 


Class: Cleric / Mage 
Alignment: Lawful Good 
HP: 42 AC: 7 

STR: 10 INT: 16 

1) > Cy, WIS: 16 
0) | Ee) CHA: 14 


Refer to page #97 
OMUCCAIU Le, 


The Brawl of Brawls 


On the upper floor of the Den of the Seven 
Vales, you’ll find a group of hostile thugs 
just begging for a fight. If you’re up to the 
challenge—and we mean CHALLENGE— go 
ahead and follow the steps below. If you’re 
not well prepared, then avoid it and come 
back later. 

e Talk to Mencar and tell him you have no 
quarrel. The key is NOT to fight him via the 
text prompt. Instead, place your characters 
in the bottom right-hand corner of the 
room, and get everyone ready. Cast Haste 
on your fighters, sanctuary on your clerics, 
Monster Summoning for blockers, and 
extra Armor spells on your wizards. 

¢ When all of your defensive spells are set, 
pause the game and get everyone ready to 
“force attack” the five thugs. Focus all 
power on Amon and Pooky FIRST, followed 
by the rest of the baddies. Brennan will 
immediately hide in the shadows and try to 
backstab whoever Is closest to him, so sur- 
round him with monsters to keep him busy. 


Mencar Pebblecrusher 


Short Sword +1, Studded 
Leather+1, Ring of Invisibility 


Hide Armor, Cursed 
Berserking Sword +3 


Bon Voyage... For Now 


After taking care of business, it’s time to 
head for the District Exit and leave 
Waukeen’s Promenade. When you get to 
the overworld map, head for the Slums. 
You’ll have a brief chat with Gaelan Bayle 
at which point you’ll conclude the first 
chapter, and begin chapter two... oh joy! 
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Checklist 


Before you leave town, try to 
accomplish the steps below. 


Visit shops, sell items, and 
stock up on goodies. 

Chat with townsfolk about 
your Surroundings. 

Chat with Giran outside of 
tent before entering, then 
chat with his mother inside. 
Get Aerie to join your party 
Kill Kalah inside the circus 
tent, and make sure to 
save Quayle! 

Fight with Mencar 
Pebblecrusher at the Den 
of the Seven Vales. 











Location Name Type _ location Name Type 
JJ) Hes the Merchant LA | Jb) Storekeeper Fo Be 
(|) Galoomp the Bookkeeper LA \(1) Cernd’s Home 
Jk) Mithrest Inn ||) Enge’s Shop 
U9 Den of the Seven Vales > Armorer / Fletcher 
Jb) Temple of Ilmater - |) Fennecia’s Home 
ii) Mira the Merchant il Storekeeper 
Wp Circus Tent District Exit 
iu) Adventure Mart District Exit 


Points of Interest 
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e The beginning of chapter two actually 
begins after talking with Gaelan. It’s at this 
point that you learn of the somewhat out- 
rageous 20,000 GP fee to receive help from 
Gaelan and his shady pals. This is a hefty 
amount of gold at this stage in the game, 
so get ready to spend some time doing 
side-quests to earn the necessary funds. 
Before you get started with the quests 
though, you may want to look around town 
and get to know your Surroundings a bit 
better. 


wish.Jo hear it. 


e With your newfound friends requiring so 
much gold for their help, you’ll need to 
visit the Copper Coronet and talk to the 
various patrons to receive work. 

(Note: For the first time in the game, you'll 
have a serious choice to make: you can 
continue down the straight and narrow 
path, or branch out and do some rewara- 
ing sidequests. If you choose to follow the 
recommended path, just keep reading the 
text in the following sections and you'll be 
well on your way. If you choose to do a cer- 
tain sidequest, refer to the Optional Walk- 
through at this point.) 

e There are also three new characters who 
you can befriend as members of your party, 
each with his/her own respective quests. 


Nalia will be the first person to actually 
approach you inside the Copper 
Coronet. Listen to her request, and then 
either accept or deny her offer. You 
should probably know that she is the 
RECOMMENDED character to pick up 
first, as we'll be discussing her quest 
after we complete the innards of the 
Copper Coronet. 


Anomen is also near the entrance of the 
Copper Coronet, up past the first couple 
of tables. To get him to join your group, 
tell him that you are courageous and 
that you follow the path of a righteous 
adventurer. All in all, Anomen is a wor- 
thy comrade in arms that will surely 
save your hide more than once. 


00 


A chaotic evil bastard, Korgan isn't 
exactly the type of member to join an 
otherwise friendly group of adventur- 
ers. Just talk to him down by the 
entrance, and tell him you'll listen to 
his story. When he asks if you'd like to 
go dungeon crawling with him, reply 
with interest. This will get him in your 


party. 


e This group of troublemakers is 
really nothing more than a fun little 
sidequest. Nothing “special” hap- 
pens with either of these parties to 
progress the story in any manner. 
Just have some fun with ’em, will 
ya? 


Class: Mage/Thief 
Alignment: Chaotic Good 
HP: 61 P.\ 

STR: 10 INT: 17 

1) > ey, WIS: 9 
CON: 16 CHA: 13 


Class: Fighter/Cleric 
Alignment: Lawful Neutral 
HP: 101 AC: 2 

STR: 18/52 INT: 10 
DEX: 10 WIS: 12 
CON: 16 CHA: 13 


Class: Berserker 

Alignment: Chaotic Evil 

HP: 138 AC: 2 

STR: 18/77 INT: 12 

1) > CSE WIS: 9 
CHA: 7 


Two men enter! One man leaves! 





Before you leave town, try to 
accomplish the steps below. 


Check around town, visit the 
various merchants and homes 
Go to the Jansen home and 
find out about Jan Jansen 
Enter the Copper Coronet, 
finish the slaver quest with 
Lehtinan 

Get new party members 
including: Nalia, Anomen, 
and Korgan 

Talk to Lord Jierdan 

(inside the Copper Coronet 
When you have enough coin, 
pay Gaelan his fee to 
continue on with Chapter 3 
(or take Bodhi’s offer) 
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Points of Interest ae ok : 


Location Name 























0 Copper Coronet )) Planar Sphere © 

\/) Borinall’s House |) Black Market Thief — , 
iE) The Jansen Home | \:) Temple of Ilmater | 

iT) Gaetan Bayle’s Home 10 Petes 





t GD District Exit 





T) SlaverStockade = (ssid 


District Exit 





|) Derelict House - 





(Note: There are a few optional quests while your bumming around in the slums. If 
you wish to pursue them, why not take a gander at our nifty-wifty optional quest 
walk-through. You'll find it there!) 








e Talk to Lehtinan and ask him how you can 
spend your money on “other” services. 
He’ll then grant you permission to enter 
the back rooms. Work your way past the 
Gladiator Pit, past the secret passages, and 
through the door that leads to the holding 
pens (see map). Once you enter the 
“restricted area,” some guards will attack 
you if you choose to continue forward. 
Mince ’em to pieces and then talk to 
Hendak. Work your way through the fight- 
ing pits to the animal cells, and finally 
approach the Beastmaster. 

e When fighting the Beastmaster, draw him 
out into the fighting pit area. This should 
give you more than enough room to move 
around and set up your characters. Place 
your two strongest fighters up front and 
have ’em whack the critters as they try to 
pass through the door, creating a natural 
“roadblock” effect. 


oe 


After releasing Hendak, enjoy watching 
Lehtinan squirm like the monster that he 
is! 


e After killing the Beastmaster (and all of 
his little beasties), run back to the holding 
pens and release the two small children 
before releasing Hendak (for an easy 
5,000XP). 

e Hendak will run back to the main room of 
the Copper Coronet, at which point all of 
the remaining guards will turn hostile. 
When Hendak meets up with Lehtinan, he 
pulverizes him and thanks you for your 
assistance. Continue your quest with 
Hendak by agreeing to rid the town of the 
Slavers if so desire. If not, then continue on 
with a different quest. Whichever path you 
choose, MAKE SURE to loot Lethinan’s 
body before you leave! He has 1,287 GP, 
some Emeralds x3, a Diamond, anda 
Water Opal! 


Firkraag? That doesn’t 
sound like human 
nomenclature... 


HP: 53 
XP: 2,000 


Noteworthy Items 
¢ The Beastmaster 


‘4 Ranger | : open. 


ie land, it’s only a mat- 
ime before you’re caught 
act — the act of stealing 
;elow are some helpful 


when stealing in town. 


@ Always have your thief “Hide 
in Shadows” before attempting 
to pick a lock. If there are any 
townsfolk around, they’ll have 
less of a chance of spotting him 
in the act. 

@ If you’re having trouble pick- 
ing a lock, have your strongest 
character “force attack” the 
item. With high STR, you just 
might be able to force the lock 


© Keep a spare Quick Save right 
before you do any risky maneu- 
vers. If the guards get sum- 
moned, at least you can fall back 
to your Quick Save. Or if you’re 
up for the challenge, you can 
always try to take them out... 


Key (for jail cells) 
e Tuigan Bow +1 
e Plate Mail Armor 


| We found it easiest to draw all of the 
_ creatures out into the open area before 
attacking the Beastmaster himself. 


You’ll have more problems with his lit- 


LOOW HERE! 


_tle minions than you will with the 
_ Beastmaster. It’s a zoo | tell ya! 


During the quest with Lehtinan and the Beastmaster, 
you may return to Lehtinan and tell him of Hendak’s 
plans to escape. EVIL CHILD! Lehtinan will then give 
you the Beastmaster Key, and ask you to return to 
Hendak’s cell and kill him to set an example for the 
other slaves. Once Hendak is dead, return to Lehtinan 
for your evil reward... 

You can also use the above tactic as a ploy to 
get the Beastmaster Key directly from Lehtinan. This 
enables you to skip the entire “Beastmaster” section 
if you’re not up for the fight. When you arrive at 
Hendak’s cell, simply tell him of the ruse and every- 
thing will proceed as normal. 
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Lehtinan 


Korgan 


e After freeing Hendak and letting him 
resume control of the Copper Coronet, 
you’ll have a rather important decision to 
make. 

@ You can continue to help him further by 
completely eliminating the slavers from the 
the town of Athlatka. Or, 

@ You can walk away and let him deal with 
the problem. We recommend you take up 
his offer and cleanse the dirty slavers from 
the town once and for all. 

e Head through the secret passage that 
leads down into the Sewer Maze (see 
Copper Coronet map). As soon as you 
descend, you’ll be ambushed by a party of 
tattered Hobgoblins. Focus all attacks on 
the Shamans, and you’ll be fine. 

e Walk over to pool of water, in the sewer 
area. Dispose of the Otyugh, Ochre Jelly, 
and Mustard Jelly. Examine the sewer grate 
and you’ll pull up Vallah’s Hand. 

e Enter the cave area, and grab the Lover’s 
Ring from the skeleton up on the wall. If 
you want, you can take a small detour and 
fight a few Myconids in the room to the 
north. If not, just continue down the main 
path and disarm the trap before crossing 
the bridge. 








Hidden Doors 


oy ereaecesrcenecueraraternBesieNes Notes ooviesity MiEsteey 


Anomen 


Talk with Quallo to learn of the secret 
sword that lies just a few rooms away... 
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To Sewer Maze | 





: @ Take out the group of Kobolds to the 

: north, then get the Shaman’s Staff and 

: head for Quallo’s room. 

: ¢ Talk to Quallo and whack his despicably 

: dirty pet Carrion Crawler. Pick up the Blood 
: of Quallo’s Friend, and then head up to 

: the room with the four sewer pipes. When 

: you talk to Quallo again, you’ll find out that 
: these strange items you’ve been collecting 
: are actually “keys” that are to be used to 

- solve some sort of puzzle. 

: @ Place the keys in the right pipes, in the 

: right order, and you'll receive Lilarcer, and 
: 48,000XP for EACH of your characters! 


Lilarcor is a +3 Two-handed Sword that 


: talks, but doesn’t actually offer many help- 
: ful tips other than “Go kill a rich man!” 
: Note: For those of you who aren’t quite 
: sharp enough to figure out this mind-bog- 


: gling puzzle, here’s the order to place the 
: items: 


Pipe 3: Hand Pipe 1: Ring 
Pipe 2: Blood Pipe a: Staff 


: e Continue down the path and up the first 

: flight of stairs—this will lead you right into 
: the back door of the Slavers Stockade! The 
: slavers will begin attacking the second you 
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pop through the door, so you may want to 
have all of your defensive spells cast prior 


atta tee 
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: 3 
VA j j to climbing the staircase. Make sure not to 
oe A! miss Haegan’s Key and Telbar’s Studded 
ey) + Leather +2 from Captain Haegan, among 
ey” % A bef) other assorted goodies. 
i Ce eee Bh) = @ Unlock the first cell and smash the two 


Trolls before saving the little girl. (Note: 
Use fire to kill the Trolls once they’re on the 
To Myconid Room | ground). \f you give her 100GP you'll get +1 
reputation point and 3,500XP. Continue 
freeing the slaves in each of the cells, then 
Shaman’s Staff prepare for the fight with the wizards. 
e Summon monsters—LOTS of monsters— 
and have them fill up the room preceding 
the wizards. When one of your characters 
peeps out to have a look, you'll trigger the 
whole lot of them to come barreling for- 
ward. Don’t miss the Cloak of Protection 
+1, a Wand of Fear, and some assorted 
spell scrolls. 
e Work your way to the front of the ship 
and take out the few remaining guards, 
then exit the ship and head back to the 
Copper Coronet. When you talk to Hendak 
(you'll find him behind the main desk of 
the Copper Coronet), you’ll complete the 
quest and receive an amazing 38,000XP 
for each character! He’ll also give you 
3,900GP, a Bastard Sword +1, +3 vs. 


Lilarcor 





Blood Shapeshifters, and some Plate Mail. Not 
i, sm badfora days work, eh? 
To Slaver Ship ON 4k 


The fight with these mages is much easier 
when you attack them from the rear (using 
the Sewer entrance). 


Captain Haegan 


Assorted Gems 


Rear Entrance 


Summon monsters or animals to clog up 
doors, thereby preventing monsters from 
charging your characters at close range. 


CRITICAL WALK-THROUGH 


NAUA'S QUEST 


* After completing the quest for Lehtinan, 
you still probably won’t have enough gold 
to meet Gaelan’s ridiculous 20,000GP fee. 
To help remedy this situation, talk to Nalia 
(inside the Copper Coronet) and accept her 
guest. Check your overworld map to the far 
right for the de’Arnise Hold. 

* When you arrive at the de’Arnise Hold, 
search the area surrounding the castle 
until you find a small garrison. Talk to 
Captain Arat, and he’ll brief you on the sit- 
uation with the Trolls. After speaking with 
him you'll get some Fire Arrows x20. Look 


north of the garrison to find the secret 
entrance to the keep. 

e Inside the first room, have your thief pick 
the lock and continue forward. Upon enter- 
ing the next room, you’ll be ambushed by a 
Troll. (Note: You'll get 4,40eXP per Troll, 
and 12,000XP for Spirit Trolls.) Search the 
room for goodies (use the Key Items chart), 
and continue forward. Open the secret 
door to the north and you’ll meet up with 





Daleson. If you’re mean to him, you'll lose 
4 reputation points, so BE NICE! 

e Follow the path of secret doors all the 
way to the very end and grab the loot 
between the lion statues. Ignore the hid- 
den forge for now, and backtrack to the 
main area. 

e Open up the door and get your charac- 
ters set for a large-scale assault on the 
Trolls. Summon some high level monsters 
to serve as blockers, then have your fight- 
ers block the doorway as the Trolls come 
forward. We found it best to have your 
mages throw Fireballs just past the door- 
way across the hall, as the explosion 
radius should just miss your front line of 
fighters. 

e Search the rest of the floor for loot, then 
head outside through one of the central 
exits. Take out the Otyugh, then run down 
to the left and kill the four guard dogs 
standing nearby. Take the four chunks of 
Dog Meat (Mmmm!) back down to the 


@ Stock up on Fire Arrows if you’ve 
got some extra cash. With a decent 
archer, they stop Trolls dead in their 
tracks. 

@ Wizard spells like Flame Arrow, 
Burning Hands, or Agannazar’s 
Scorcher all work extremely well 
against Trolls. Change your spell- 
book around for this quest and 
make room for LOTS of these type of 
spells. 

© Don’t overlook helpful Cleric 
spells like Flame Blade, or even Fire 
Seeds (if your Cleric is higher level). 





kitchen stove and cook them into a stew. 
When you do so, you'll get 11,500XP and a 
bowl of Dog Stew! Keep this handy for 
now, then head back outside and have one 
of your characters jet up the flight of stairs. 
Follow the path to the right, lower the 
drawbridge by activating the small crank, 
then head back to your party as the group 
of Trolls spawn in. 
e The de’Arnise Guards will help your party 
clean house, making it much easier for 
your characters to stay back and shoot 
arrows from afar. There’s no need to Sacri- 
fice anyone just to look like a hero. Head to 
the second floor when you’re ready... 
e Go through the southern door first, mak- 
ing your way past the bedrooms and into 
the library. When you arrive, you’ll have to 
fight a Yuan-Ti Mage and a Splitter Troll. 
Take ’em out, grab the Keep Key from the 
bookshelf and make your way around to 
the next hallway. 
e Backtrack to the first hallway and enter 
the corridor full of secret doors that lead 
up to Glacias. Glacias is a bit sour (to say 
the least), so you have no choice but to 
fight him. The best technique is to have 
your wizards cast hold spells while your 
fighters physical strength overwhelms him 
(Glacias has 120HP). You’ll get 6,e0eXP for 
killing Glacias. Grab his goodies, and walk 
back to the main hallway. 
e Enter Lady Delcia’s room (with your newly 
_ obtained Keep Key), and chat with her to 
find out about the Trolls in the basement of 
the keep. Reveal the three hidden doors 


With the Dog Stew in place, the Umber 
Hulks are kept busy while you sneak 
through. 
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LOOKVHERE! 


If your main character is a Fighter, 
you'll have the option to take control 
of the de’Arnise Hold after completing 
the quest with Nalia. She'll offer the 
hold to you with virtually no strings 
attached. She only requires that you 
visit the castle periodically and make 
sure things are on the up and up. You 
won't have many options right off the 
bat, but as time passes on, a whole 
branch of mini-quests will stem out 
from you being the caretaker of the 
castle. 


When the keep is handed over 
to you, you'll also take control of their 
financial system. Right off the bat 
you'll be 10,000GP richer! Every week 
after that you’ll gain 500GP. If you're a 
fighter, you'd be a fool to pass up the 
free gold! 


This battle is much easier with some sum- 
moned monsters helping you along. 


behind her bedroom, but MAKE SURE to 
ignore the room filled with Golems for now. 
We’ll be back in just a few minutes with a 
trademark Versus Books technique. 

e When you arrive in the basement, pre- 
pare your group for another assault with 
the Trolls. Take care of them, give your 
Thief the bowl of Dog Stew, and have him 
hide in the shadows. Creep past the Umber 
Hulks, then place the Dog Stew inside the 
cavern filled with dog bones. When you do 
so, the Umber Hulks will be drawn away 
from their posts and into the cavern to 
feast on the remnants of our furry little 
friends. You’ll get 148,5e0XP for creating 
this diversion. Why do the Umber Hulks 
crave harmless little canines for dinner, you 
ask? The world may never know... 

e Have your mages Summon monsters — 
LOTS of monsters—and try to block the 
doorway before you send in a scout. Make 
sure that the character you send in has a 
route that he/she can retreat back to with 
no blockage. When your character is safe 
and Torgal is about to start busting heads, 
move your monsters in and have your 
archers pick away from a distance. When 
Torgal is killed (he has 140HP), you’ll get 
15,000XP. Search the base of the pillar and 
grab all the treasure before heading back 
up to the main level! 

e On your way back up, have your charac- 
ters return to the door that leads out into 
the courtyard area, but have one of your 
characters stop off in the room with the 
Golems to grab all the goodies. Haste your 
character, then use the pause button 


Tricky, tricky. Make sure to have your char- 
acters in place and your main “runner” 
hasted before attempting this puzzle. 





extensively as you grab the items from the 
three statues. Run your character down to 


the basement and meet up with the others, 


then quickly escape out onto the courtyard 
to complete the quest. You'll receive 
45,500XP for EACH character! 

¢ lf you hadn’t done so already, go and 
make the Flail of the Ages by placing all 
three heads into the forge. You can also 
make different variant by only placing two 
of the heads into the forge, but the three- 
headed version is by far the best of the 
bunch! 

(Note: |f your main character is a fighter, 
you can do a few more things with Nalia 
before heading back to the Copper 
Coronet. Check the previous page...) 


_® S56GP. Base of statue 
Assorted gems Base of statue 
' Note: You'll also find a rather extensive 
_ scroll collection scattered about the cas- 


tle. Because the scrolls change with each 


and every game, we found it best to 
tt t of this li: 
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Checklist 


_ Before you leave town, try to 
accomplish the steps below. 


1) Visit the various shops, 
especially Cromwell the 
blacksmith (see our option 
-al walk-through for some 
Super in-depth info on 
Cromwell) 


0) Listen to Mae’Var’s offer, 


and if you choose, accept it 
(more info can be found in 
our optional quest walk 
through) 

(J Meet with Aran Linvail 
inside the thieves guild, 
and complete his quests 


Location Name 
District Exit 


District Exit 


Valygar’s Home 


Prebek’s Home 








Points of Interest 


Type 








Location Name 













¢ On your way back to town (through the 
City Gates), you’ll be stopped by Delon who 
has a problem in the Umar Hills (only if 
Minsc is in your group). Listen to his request 
and offer your help, but don’t rush off right 
away. (If you DO want to do this quest, go to 
page #75). When you arrive in the Slums, a 
messenger will deliver a request from 
Quayle (Aerie’s uncle) telling you to return 
to the Circus Tent when you get the chance. 
Again, this quest is optional. (Check it out 
on page #84). Sell off your goods, and you 
should be well above the 20,000GP needed 
to pay off Gaelan Bayle. When you arrive at 
his home, you'll find out that he’s lowered 
the fee to 15,000 GP! Pay him, and you’ll 
receive 45,000XP per character, along with 
the Shadow Thief Cellar Key. When you 
leave Gaelan’s house and head for the 
Thieves Guild, you’ll begin chapter three... 


If you don’t have Minsc is your party (to 
meet Delon), you'll find him in the center 
of the Government District near Jan Jansen. 


e When you enter the thieves guild, you'll 
be in avery small room littered with desks, 
shelves, and chests. Talk to the thieving 
population scattered about the area, then 
head to the northern-most room on the 
first floor. You'll find a secret door (see 
screenshot) which leads to the REAL 
Shadow Thieves Guildhall. 

(Note: Before you leave, spend about ten 
minutes to loot the place and you'll find a 
little over 1,500GP in scattered valuables. 
You’ll also earn about 15,000XP for unlock- 
ing and disarming the various receptacles.) 
e When you’re ready to move on, pass 
through the secret door and you'll be in the 
map shown on the next page. 

e When you enter the REAL Thieves Guild, 
have a look around before passing through 
the secret door that leads down to Aran 
Linvail’s living quarters. 

e Talk with Aran, and you’ll find out that he 
has a few small tasks for you to complete 
before leading you to Imoen. Accept his 
offer, and he’ll give you an Amulet of 
Power and a Ring of Protection +2. Your 
first quest will be to meet Mook down by 
the docks (see map), after which you’ll 
need to return back to Aran and tell him 
what happened. Each character will receive 
28,500XP for completing the quest. 

e Aran will assign you his second quest, 
which is to go to the Five Flagons Tavern (in 
the Bridge District) and seek out Jaylos and 
Caehan on the second floor. When you 


Don’t forget to search the various 
containers before leaving this area—the 
compound is littered with goodies! 


An alternative to paying off Mr. Bayle and his Shadow 
Thieving buddies is to meet Bodhi (in the Graveyard) 
and accept her offer. When you do Bodhi’s quest, eit’s 
basically the opposite as it is when you do it for 
Gaelan. So instead of investigating it from the 
Shadow Thieves side, you’ll be investigating it from 
the side of the life-sucking vampires. It’s equally as 


LOOHW HERE! 


fun, and also offers some nice rewards. 
While this path IS explorable by any character 


type, it’s not recommended unless your party is of 
evil alignment. After all, Bodhi = THE ENEMY. 


: meet ’em, your best bet is to take care of 
: them as quickly as possible. When you do, 
: the Guild Contact will appear and you can 
: kill him as well. Grab all the loot—some of 
: itis decent quality—and head back to Aran 


Linvail once again. Each character will get 


: 28,500XP for completing the quest. Aran’s 
: third assignment is a little larger than the 

: previous two, so refer to it on the following 
' pages. 


: Ahh... the hidden door that leads to Aran 
: Linvail’s secret quarters! 


Throughout the game, you'll be 


items that you might feel weird 

getting rid of. If this is the case, 

why not store them in one of the 
vany secure storage bins located 


¢ 


throughout the lands. 


@ Remember not only to store 
your equipment in boxes or 
chests, but also to keep track of 
WHERE you actually locate it. We 
found it best to pick one location 
to serve as extra storage for all of 
our goods. It’s almost like creat- 
ing a little “bank” for your self. 
The Adventurer’s Mart / Copper 
Coronet both have plenty of stor- 
age and are in very accessible 
areas. 

© Items will disappear if you 
leave them out in the open. DO 
NOT do this with important 
belongings. Duh! 
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Training Area 1 

















Secret Door 









Main Entrance 





e Before heading for the tombs to finish off 
Aran Linvail’s final quest, scope out the 
graveyard for the mini-quests that await. 

e First and foremost, talk to the Ghost Boy 
and you'll see that he is in need of his 
Stuffed Bear. Return to the Copper 
Coronet, run up to the “back rooms” and 
whack that dirty thief named Llynis. Steal 
the goods in his chest just for good mea- 
sure. Bring the Stuffed Bear back to the 
boy for 45,500XP. What a jerk, eh? 

e Talk to Arenthis first, then find Kamir and 
tell him of Arenthis’ problem. You’ll get 
12,250XP just for making him aware, and 
another 3,000XP if you follow him back 
over to Arenthis to follow up. 

e When allis said and done, investigate the 
various “Treasure Tombs” labeled on the 
maps above and you'll be in for some 
decent loot. The fights are difficult, but the 
experience is welcome! 


Training Area 2 











Torture Chamber 


While investigating the various treasure 


: tombs scattered throughout the areas, try 
: to make some time to stop and chat... 


(Note: |f you want more info on Tirdir’s 
quest, go ahead and refer to our Quest 
Appendix. You’ll find ALL the necessary info 
there under the “Buried Alive” heading.) 
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THIEVES GUILDHALL 


Rear Entrance 


Shadow Thief (Traitor) 
Has Ring of Lockpicks 


4% ; 


Aran Linvail 


Checklist 


Before you leave the area, try to 
accomplish the steps below. 


1 Talk to the Ghost Boy and 
return his Stuffed Bear 

1 Talk to Arenthis, then make 
contact with Kamir 
Release Tirdir, follow up 
with gravekeeper 


various tombs 

Enter Bodhi’s Dungeons 
and take care of Aran 

Linvail’s third quest 


O 
[J Go treasure hunting in the 
0 
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Points of Interest 


Type Location Name 











Location Name 
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J) Entrance to Tomb 











AREA MAP 


Exit to Surface 


Aran’s Contact Main Entrance 


To Pai’Na 


Connected 


Secret Door 


e When you first enter from the northeast, 
you'll be ambushed by a group of Sword 
Spiders. They have menacing attacks, but 
can also be easily avoided with some sim- 
ple hold spells. Continue down the path 
and clear out all the small groups of 
Spiders as you go. 

e When you get to the large cocoon-like 
web sack, stop and prepare your charac- 
ters for a brawl. Make SURE to have sever- 
al Slow or Neutralize Poison spells 
equipped, and remember to also cast 
Haste before entering the room. Pai’ Na 
isn’t so tough herself (HP=68, XP=4,000), 
but with the 20 or so Baby Spiders she 
summons, the battle can be quite difficult. 
Keep Pai’ Na busy with a single fighter, and 
have the rest of your group stay huddled 
together as they pound on the Baby 


TO ACQUIRE 


Quest Based Item 
Valuable Magic item © 


Spear +1: ‘Halcyon 
Wand of Fear — 
110 GP 

Potion of Defense 
Wooden Stakes © 
ee +2 





nanoseconds —be ready with that front 
line! 


Spiders. Their poison acts quickly, so be 
ready with your countermeasures. Grab the 
loot from the center of the room and head 
back outside (see Key Items chart). 

e Enter the southern part of the dungeon 
well-rested, and make sure to get your 
undead spells set as quick keys. As soon 
as you cross the Pharoah’s head, a throng 
of undead monsters will pop out and 
ambush your party. Make sure to disarm 
the traps in the eyes and hand of the 
Pharoah before continuing on! 

(Note: /f at any time during the game your 
characters get Level Drained, you’ll need to 
use a Restoration spell to return them to 
normal.) 

e Pass through the secret door in the 
southwest corner of the room, and proceed 
to clean house as you continue down the 
main path. Pick up the few scattered items, 
disarm the traps, and then backtrack to the 
main room when it’s clear. 

¢ Continue north until you meet with Haz, 
and he’ll open up the sealed door so that 
you may continue. Lassal will appear and 
draw you ever deeper into their lair, hoping 
that his minions will weaken your party 
before you reach the inner sanctum. Take 
out Vampires quickly, then focus your ener- 
gy on Tanova before doing anything else. 

e With Tanova out of the way, sweep the 
rest of the main floor before heading down 
the stairs and into the inner sanctum. 
Square off with another room full of 
Vampires, and then enter Lassal’s quarters. 
He’ll warp back upstairs in the room with 
the spiked floor. Loot the area then head 


The spikes won’t deal out too much dam- 
age if you’re quick with your attacks — 
you're looking at one or two HP per hit. 


HP: 
XP: 


Noteworthy Items 
e N/A 


The best technique is to summon mon- 
sters and pack them into the hallway 
with Tanova. If you can, have your mages 
use dispel magics to break down her 
shields. Once she’s weakened (only 
judged by the numerous dead bodies in 
the hallway), move your fighters in for 
the kill. Get in, get out! 


: The fight with Bodhi is quick, but beware 
: of her critical damage. She drops HPs 
| quite fast! 


: back up the stairs and to the room with the 
: spikes for your showdown. Lassal only has 
: 67HP, but he’ll give you 8,500XP upon 

: slaying him. 

: @ Once Tanova, Durst, Gellal, and Lassal 

: have been killed, find the room with the 

: coffins and stake the beasts to exterminate 
: them for good (you'll get 9,000XP per pop, 
: $0 make sure you have enough stakes). 

: When you stake Lassal’s coffin (the bottom 
: one), Bodhi will warp in and begin a 

: lengthy conversation. When you’re done, 

: attack with full strength and your mission 

: will be complete. Bodhi has only 102HP, 

: but unfortunately gives no experience 


because she flees from battle. 


: @ Return to Aran Linvail and enlighten him 
: with the information you’ve learned thus 

: far (earn 50,000XP for each character). 

: Continue your talks, then leave the main- 
: land and head for the Asylum. 








Ambush At the Docks 


e When you arrive in Brynnlaw, it will be 
night, and the suspicious Saemon (who we 
commonly refer to as “Salmon”) decides to 
double-cross your party and sets up an 
ambush with some Vampires. The fight 
isn’t all that difficult if you’re prepared, but 
it pays to be cautious just in case. You’ll 
get 8,500XP for each of the three Vampires 
you Slay, which is considerable taking the 
difficulty factor into account. Luckily, 
Salmon will escape from battle before you 
get a chance to strangle him by his skinny 
little neck. When you’re ready, talk to Sime 
and head for the town. Danger awaits in 
the town of Brynnlaw... 





(Note: As an alternative to fighting the 
Vampires at night, you can simply rest on 
the boat until day, and then leave for town. 
When you do, the Vampires will be turned 
into Bats upon touching the sunlight. You 
know, like the movies? Voila! No fight! It 
looks like the next time we meet Salmon 
he’ll be smoked!) 


At Night 








Investigate Saniks Murder 


Kee 








e Enter the Vulgar Monkey and speak to 
Sanik. Kill the assassin, then talk to the 
bartender and you’ll learn why he was 
killed. 

e From here, you have one of two choices 
to make: 

@ The party can enter through the front 
door of Lady Galvena’s Festhall and kill 
everyone. 

@ The party can get a medallion by killing 
Chremy (near the festhall) and use it to 
gain entrance. You’ll still have to fight the 
guards in the lower area to enter Galvena’s 
room and get the key. Enter the prison and 
slay Galvena when you’re ready. 

e Whichever way you choose to do this 
section, they will all end in the same fash- 
ion. You’ll be forced to fight Galvena, and 
her trusty sidekick, Vadek. Once they have 
fallen, loot the goodies and have Claire 
take you to down to Golin. After you talk 
with him, he’ll mention Desharik and how 
you may be “admitted” to the asylum. 
You'll get 10,000XP for completing this 
mini-quest. 
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GAR Entrance to the Asylum 


+ : You'll have two options when it comes to 
' entering the Asylum itself. Check the text 


below to find these options. 
Option 1: Via Desharik 
(less desirable) 


e Speak with the door guard outside of the 
Pirate Lord’s home. You can bribe him, or 


| tell him that Saemon or Golin sent you. 


Either way, you’ll get an audience with 
Desharik. 
¢ Once inside, you must convince Desharik 


: that you are crazy. While I’m sure this 

' would be easy for most of our readers to 

: do this in real life, it takes a bit more luck 
' to accomplish in-game. You either need to 


have extremely high charisma (of 16 or 
higher), or have Minsc in your party. Either 


- one of these two things and you can be 
; committed as a crazy-man! Blahthathata! 
- Aathatathahahooowoowoo! 


(Note: |f he refuses to commit you, he will 


- leave and you must enter the Asylum via 
. the wardstone route.) 


@ Entrance from Brynnlaw 
® Entrance to the Asylum 





' Note: You'll only need to enter the Asylum from 
: this route if you choose NOT to be admitted via 
: Desharik. 






































Points of Interest a 


Type Location Name 





Checklist 


Before you leave town, try to 


— Location Name 















asamp en ere steps belay —@) cayia'stome Quest MT 06 es uacrs sl) ae | 
[ Talk to Sanik at the tavern we : eee - ween 
and follow up with ) Lady Galvena’s Festhall | Qu est M07) Cowled Wizard’s Home Quest 
Claire’s quest ap i : 
Ud) ii} Merchant | 








© Go to the Asylun, infiltrate, 
and get Imoen 3 
-£ Complete the Asylum | ‘pet CO) i! Pirate Lord’s Ship 
Dungeon, and escape to | Nea | ae 
fight Irenicus pcre 

O Acquire safe passage off 


the island 


Temple of Umberlee 





2 











_ (Note: There once was a sailor, his name was Jim. He lave! olamo) Melel ay and his eyes grew dim. One 
day he left—what happened to him? Argh me matey! Argh me matey! He’s a peglegger, we say!) 
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e After the scene with Irenicus, you'll be 
sent into the dream realm. Unfortunately, 
you must permanently sacrifice one of your 


attributes to enter Candlekeep. Luckily, 
there is a way around this (see Cheese 
Technique below). 

e Once in the keep, talk to Imoen and she'll 
tell you to find Bhaal. Go outside, talk to 
Bhaal, and then bring him back inside near 
Imoen. Tear him apart by whatever means 
necessary, and you'll be brought back to 
the real world with Irenicus. Your main 
character will get 48,500XP, and the rest 
of the group will earn 28,500XP. 

















Baldur's Gate 












if you’re playing a multiplayer | 
game (like we TOLD you to do), you © |. 
can simply export your character 

right before. the dream sequence, — 
then re-import him right afterward.: - 
You'll miss out on a little XP, but it’s. 
far better than permanently losing ~ 
one stat point, eh? Don’t tell 

BioWare about this one! 


e A worker will tell you that you are in 
the Asylum. He will then proceed to 
open the doors of all the other 
inmates. You’ll have about ten min- 
Tic-cM COM El arclcelllarem-liemecla@comaal= 
crazies, including Imoen. After the 
timer expires, Mr. Irenicus appears 
and starts the next sequence. 


Option 2: Via Wardstone pt, Mage 


(more desirable) 








© Go to the Cowled Wizard’s home and a HP: 59 
cleanse the hardwood floors of his filth. : XP: 20,000 
When you’re done, take the Wardstone and : #@ 

exit the town of Brynnlaw through the i. Noteworthy Items 
northern passage. You'll be brought to the: e Wardstone for 
mini-map shown on the previous page. : | Asylum 

e Make sure to carry the wardstone as you: / =~ e Book of Infinite 
cross the bridge! If you don’t, you’ll be | = = Spells 

turned to stone! : ) 























Perth can be a real kicker if you don’t 
tush him with offensive attacks right 
away. His Spell Trap can be dispelled 
by casting Ruby Ray of Reversal, at 
which point you can simply maneuver 
your fighters into position and lock 
him down. If you don’t have Ruby Ray 
in your spell library, get your mages 
into the fray and go for physical 
attacks. Use hasted physical attackers 
before he gets the chance to retaliate, 
and victory is yours! 


e Work your way up the path, killing 
the Air Elementals as you go. When 
you pass through the entrance, you 
will meet the Asylum Coordinator. 

Talk to him, and he will introduce you 
to variety of patients in the ward. At 
the end of the tour (or if you attack ~~ - 
someone), Irenicus will warp in and 

the next sequence will begin. 








e After three chapters and god only knows 
how many hours later, you'll finally get a 
chance to save Imoen at the very beginning 
of this dungeon. She’ll come to you practi- 
cally naked, so it’s probably a good idea to 
give her one or two good items from each 
of your characters to help get her started. 
That way, no single character shall bear the 
burden of being hit too hard. 


e Raid the goblin stronghold and MAKE 
SURE to grab the Ruby Stone. 

ein the very next room, you'll face a some- 
what frustrating puzzle. The key to this 
puzzle is to grab the 11 items from the 
chest, then try to match them up with their 
corresponding statues. Here is the solution 
starting clockwise from the first statue to 
the right of the door: 


Sundial 

Flask of Water 
Worn Out Boots 
Golden Circlet 
Star Medallion 


Grinning Skull 
Hourglass 
Mirror 

Gagged Man 
Sword Medallion 
Sun Medallion 


e When you put all the items in the correct 
statues, check the treasure chest for your 
reward (see “Key Items” sidebar for more info). 


e Pass up the portal for now, but take out 
Ruhk and his four Mephits to clear a path 
for later. We found the best method of 
attack was to use Monster Summoning to 
beat ’em down, then fill up the room with 
Fireballs as a follow-up. You’ll get 7,000XP 
for taking him out. 

e Inside the very next room, you'll notice a 
series of faces lining the walls. Starting 
from the top row of six, and then continuing 
in a circular pattern down from the right, we 
have the answers to each and every riddle: 


Ice A Hole 
Fire A Secret 
A Coffin Fish 

A Candle Breath 
Darkness A Sponge 
Stars Shadows 


e When you put in the last answer, you'll be 
rewarded with a Ring of Regeneration. 
Wrap around the corner and disarm the two 
traps, then head to the storage room. 


Riddle me this, riddle me that... get me 
out of this gosh damn room! 


e Upon entrance, you'll fight a Clay Golem. 
Have your Fighters move in close while your 
Mages and Clerics cast support spells. 
Since Golems generally have high magic 
resistance, it’s best to avoid trying offen- 
sive spells altogether and just focus on 
defense or enhancement spells instead. 
Whatever you do, don’t forget to loot the 
room for valuable items before you leave. 





— 


: e By now, you should’ve found the three 

: stones that are needed to complete this : 

' puzzle. When you click on the portal (and | 
‘ as long as you have the respective stone), a 
: monster will pop out and attack. When you 
' pop in the last stone, a Djinni will appear 

: and give you the Doomplate +3. 


= Pit Fiend (9,000XP) | 
= Greater Wolfwere (8,000XP) | : 
= Djinni (Doomplate + 3) 


: @ After getting the Doomplate +3, work 

: your way to the next dungeon area via the 

‘ north eastern passage. When you arrive, 

: you'll see a small tome. 

: e Each page of the tome summons a new 

' beast for you to slay. They get progressive- 
: ly harder and harder, so make sure to rest 

: in between some of the later battles. Here 

: is the order of creatures along with XP: 





@ Kobold Captain (14XP) 
© Sword Spider (2,000XP) 
© Umber Hulk (4,000XP) 
© Mind Flayer (9,000XP) 
© Beholder (14,000XP) 


3 Note: When you defeat the Beholder, you'll reap 
: your reward (see “Key Items” chart for detailed info). 
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Start Here 


e Pass through the hidden door beside the 
ancient tome, and enter the Kobold’s secret 
underground lair. Take out the whole lot of 
"em (with one big, bad fireball), and a 
smaller, higher level group of Kobolds will 
spawn in. When you take out the shaman 
leader, make sure to pick up his Weeden 
Stakes. You'll also get the Crystal Shard 
which you'll need to escape this dungeon a 
bit later. Onward! 


é rN 


The crystal will spawn in to your inventory 
upon defeating the shaman leader. 
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Dace Sontan’s Coffin 








7%, > 


e We found a number of different ways to 
assault the Lich, but the most effective (and 
safest) way seems to be a combination of 
trickery and frontal assault. Simply have 
one of your characters run into the room 
invisible, then cast an area effect spell and 
quickly run back to the safety of your party. 
If you do it correctly, you’ll trigger the Lich 
to cast his Time Stop spell. Luckily, he 
won’t have anyone in range to use it on! 
When it wears off, charge in with your 
bashers! 


HP: 90 
XP: 22,000 


Noteworthy Items 
e None 


Focus on the Lich’s minions before tak- 
_ ing on the Lich himself. Otherwise, the 

minions will slowly pick away, leading 
- to most certain death. — 
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From ancient tom 
Inside bookshelf 
On table a 
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To Lower Area 








er 


Secret Doors _ 


e The fight with Dace Sontan is fairly 
straightforward. If you’ve got a high-level 
cleric in your party, whip out some spells 
that are critical against undead creatures. 
When you finally kill Dace, make sure to 
return to his coffin and stake him to get 
your 9,000XP bonus. 

e When you return to the statue head with 
both The Hand of Dace, and the 
Kurtulmak Crystal, it will open and grant 
you access to the Upper Dungeon area. 
You'll also get 29,500XP for each character 
upon completing this quest. 


Vampire 


HP: 96 
XP: 8,500 


Noteworthy Items 
eM avom nrelaleme) im Brera 


A few solid cleric spells (vs. undead) 


combined with a strong front line fight- 


er should put Dace in his place. 
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¢ Continue down the first hallway, and 
unlock the secret door (clearly marked on 
our map). Turn the crank and it unlocks 
another secret door across the way. When 
you enter the next room, be prepared for 
the four Trolls inside, all of them hungry for 
an appetizer named Imoen! 

e When you arrive at the broken statue, 
take out the four Minotaurs (worth 
3,000XP each) and search the sconce for a 
few items (refer to our Key Items chart for 
more info). Before you enter the room with 
the pool of water, make a Quicksave. Take 
the items from the pool, then move your 
strongest character up to the first statue 
and click on it. If you have good Saving 
Throws, you won’t be affected by the Death 
spell and you'll get the item. The next two 
statues are also traps, but your character 
should have enough HP to get in and quick- 
ly grab the items before taking too much 
damage. 
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ys The Beast Within 


e When you meet up with Bodhi, your main 
character will transform into the child of 
Bhaal. When this happens, it means danger 
for the rest of your party as your main char- 
acter will become uncontrollable is his/her 
rage of fury. Not only we your main charac- 
ter attack the Vampires, but if you leave 
your characters standing around, he’ll also 
try to chunk them as well. Keep the rest of 
your party in a nice, safe, secluded spot 
while your main character wipes the floor 
with Bodhi and her minions. 


EE The Minotaur Statue 


e There are two horns that need to be 
placed in the Minotaur statue before it 
unlocks the door that exits the dungeon. 
You should already have one, and you'll 
find the second one down in the room with 
the four Minotaurs. Search the rubble 
alongside the room and you'll find the sec- 
ond horn. Run back, place them in the stat- 
ue (and earn 29,500XP for each character), 
but don’t leave just yet! There are still a few 
more secrets to uncover! 


BED An Ambush Awaits... 


e In the room adjacent to the Minotaur 
Statue, you'll find a Gauth, and four 
Minotaurs just waiting for you to enter the 
room. If you want, you can quickly run in 
and grab the items from the pool. No fight- 
ing necessary. But if you want the extra XP 
(about 18,000 worth), go for the Gauth and 
whack ’em real good like! 





EL Cs The Paintings 


e Backtrack past the staircase that brought 
you up from the first dungeon, and enter 
the room with the four paintings on the 
wall. 

(Note: Sometimes, there is a party of Yuan- 
Ti waiting for you. Sometimes not). 

Since you’ve already picked up the corre- 
sponding paintings, you'll be able to simply 
approach them and click to open the 
respective door. We highly recommend you 
do only one at a time. 





— ARTSOI: Uead Room 







Fight: = Um 






items: 
Answer: 







@ Painting: Mind Flayer 

(11,000XP, Flame of the North) 
© Painting: Spirit Troll 

(1,400XP, Malakar +2) 
© Painting: Umber Hulk (10,000XP) 
O Painting: Djinni (10,000XP) 







e Take the Umber Hulk’s path back to the 
Boot Making Machine when you’re all fin- 
ished grabbing the assorted goodies. 


TE The Last Of The Tokens 


e Before you head down to the machine, 
grab the last few tokens from the locked 
chest in the room with the Clay Golems. Be 
warned that the Golems WILL attack as you 
open the chest, so have all of your charac- 
ters standing nearby when you do so. 

e When you approach the “Boot Making 
Machine,” you'll be faced with a number of 
choices. There are a variety different boots 
available depending on how many tokens 
you choose to put in. The list is as follows: 








@ 5 Tokens: Boots of Grounding 
© 10 Tokens: Boots of the North 
© 15 Tokens: Boots of Speed 


Head for the Exit 


e Because the horns are already placed in 
the Minotaur statue, the door to the next 
area will be open. Pass through and make 
your way up to the Kobold Commandos, 
taking each and every last one of them out. 
When you do, an Apparition will appear and : 
tell you that you have one final area to pass : 


fry six seconds or so, so 
through before you return to the surface. 


just make it past and you're fine. 


(Note: This next area changes considerably 
depending on what answers you give to 
Apparition and his questions. Use the 
boxes below to help you see all 11 rooms 
that are possible in this section. There are : 
three secret rooms that contain good magic : 
items, although you'llonly beable to get: 
two of them at any one time through the 
section. Whichever way you choose, know 
that you'll get better rewards if you cooper- : 
ate and answer the questions to the best of : im 
your ability). 


racers of Defense ACS * 
© Ruby, © Emerald, 





ARTS10: Plant Room 


Lonk the Sane- What? What ate you doing here? You should be in your @ 
cells with the rest of the wackos! Lonk the sane takes fi 
care of you, but you had better show respect! P ; 


Bee 





Back Inside the Lab 


e When you climb the stairs, Saemon will 
feed you an idea to overthrow Irenicus. We 
understand that you're still probably abit: bool Ee 
angry about the little “double cross” that a. . : Noteworthy Items 
happened earlier, but now isn’t the best 3 ree |e Key to Prison Cells 
time to take it out on Saemon. Instead, just : 
listen to his tips and make your way to the 
Prison Area. 

e The most effective way to release the 
prisoners is to offer Lonk 2,000GP. If you 
offer him 200 or 10,000GP he'll simply 
laugh and tell you that you’re crazy. We 
know it seems like a lot of gold, but it’s def- 
initely worth the 2,000 if you don’t want to 
be injured for the assault on Irenicus. 

e As an alternative, you’ll get 20,000XP if 
you decide to kill Lonk the Sane. But be 
forewarned; this is definitely not the recom- 
mended path. Mainly because Lonk is a 
very high level mage, and is positively one 
hell of a bastard to kill! Don’t let his looks 
deceive you! Remember that immediately 
following the fight with Lonk, you’ll be 
warped to the lab area, with no time to rest 
or prepare spells. 

e As soon as you talk to Lonk you enter a 
long chain of scripted events that lead 
directly up to the fight with Irenicus. Any 
(and all) of your pre battle preparations 
should be done PRIOR to talking with Lonk. 





Fight: *Myconid, Otyugh, Menbit x3 > E : 7 
Items: N/A ome | : 
Answer: N/A. 

















—— 





















LAB 





Assault on Irenicus 








To Lab Area 


Secret Door _ 






Porthole to Underdark 






CEVEL MAP 





e When fighting Irenicus, there are a variety 
of steps that you need to be aware of. First 
and foremost is the fact that all of the goofy a - 
little psycho inmates will be of little help | ——- | | sf _ Quest Based Item 
when it comes to disposing of Irenicus. : : S oe — Valuable Magicitem  — 
They help, but they won’t win the battle for oo - | 
you. Have ALL of your fighters and clerics 
focus their physical attacks on Jon himself, 
hoping to inflict enough damage before he 


Inside statue 
Inside barrel 
gets a chance to “Spawn Clones” (see celia. b ue oe oe le 
below). Your mages should have Minor bt one of the hardest fights in the . _ > ile 
game, it pays to come to this battle well pre- Nnicus: ial #2 


Spell Sequencers set up with dual Magic ' pared. Get your fighters STR through the roof, 
Missile spells, ready to go. If you have two: and your mages should pop as many potions 


Mages, the combined damage of these _ as they can before engaging. 
spells alone should be around 70-80HP!!! 7 

Because Jon only has 96 HP, this means you 

need to only land one or two hits with your 

fighters and the battle is won. Of course, 

this is easier said than done as Jon’s AC is 

extremely low. 
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e The Clones 

If you deal out enough damage with our 
dual Spell Sequencer trick, you won’t have 
to worry about the clones that Irenicus 
spawns in. These clones are exact dupli- 
cates of the characters in your party, but 
without all the armor, weapons, and items. 
Even so, they are formidable foes who 
make the battle almost impossible. 


Option 2: Riding With Saemon 


If you choose to hitch a ride with Saemon, 
you'll stop off in the Sahuagin City before 
making your way to the Underdark. 
Continue with our walk-through below if 
you want detailed information on exactly 
how to get the ship. 


: vessel. The captain demands that you let 


When you do so, Desharik and his goons 


will spawn in and attack! 


e Once Desharik and his crew are slain, | 
Saemon will initiate dialogue and offer you 


- the Silver Sword. Off to sea we go! | 


e Once the boat has left shore, a Githyanki 
ship will approach and board your stolen 


him search your boat for their “missing 





e The Reward 

Each character will receive 68,500XP upon 
completion of this quest. 

e¢ The Murderers 

After defeating Jon, quickly move your char- 
acters into the little nook right next to the 
experiment tube and cast as many Cloudkill 
spells as you can. Obviously, keep your 
characters with the most HP to the front of 
the line, and your weakling Mages to the 
rear. This way, if the Murderers somehow 
manage to pull off a Backstab, you’ll have 
enough HP to take a licking and keep on 


ticking. 
Before You Leave 


e Make sure to loot the area before you 
leave, as there are quite a few goodies 
tucked away in various places. Check our 
Key Items chart for more info! 

e When you decide to leave, you’ll have two 
options to choose from: 


Option 1: Use the Portal 





Find Jon’s Key, and use it to unlock the 
secret door that leads to the Underdark. If 
you choose this path, you’ll miss out on the 
Sahuagin City, and skip right to the 
Underdark (continue on page #50). 


Off to Sea, Mate! 


e Saemon will tell your party to meet him in 
the Vulgar Monkey, at which point he'll talk 
to you about actually leaving the island. 
Unfortunately, his ship has been stolen 
(how ironic!), and he needs you to acquire a 
new one for him. He’ll tell you of a certain 
horn that will open the sea gates. With this, 
they can steal the Desharik’s ship. 

° Go to Cayia’s home (ONLY at night), then 
rush in and steal the horn. You can use 
stealth and steal it without them even 
noticing, or you can just pounce on the 
poor lass and she’ll summon some guards 
to attack you. Either way, get the Pirate 
Horn from atop the table and meet Saemon 
on the eastern-most part of the docks. 


item.” When they find the Silver Sword 

- (damn Saemon!), they immediately attack | 
: your party. | 
: e About 45 seconds into the battle, some- 

: thing will happen, and you'll be treated to a 
- cinema to begin Chapter 5. 














Uesharik, Pirate Lord 


Noteworthy Items 

e Scimitar + 1 (x2) 

e Studded Leather 
Armor +1 


tage of this by having your mages cast 

@ hold spells while your fighters stamp — 

@ their names into his chest. Make sure 

™ to grab his goodies before talking to 

= Saemon and heading out for sea. = 














e You'll begin this sequence held captive 
by a few Sahuagin, after which you'll be 
dropped right in the middle of a royal feud. 
After all the bickering between the various 
Sahuagin, they suggest that your power be 
tested through combat. Into the pit you go! 
They'll throw you into their gladiator pit, 
and you'll go toe to toe with an Ettin. Win 
the fight, and you’ll be welcomed with 
open arms by the goofy Sahuagin King. 


e Although this section may seem complex 
at first, there are really only two choices 
that you can make from here: 

@ Help King Ixilthetocal, or 

© Help the Rebel Prince, Villynaty. Choose 
whichever path you like, knowing that if 
you kill the Rebel Prince you are taking the 
“evil” path. Either way, you may go and talk 
to the High Priestess and find out what she 
has to offer before agreeing to any deals. 


e When you approach the Imps, they’ll 
be absolutely thrilled that you’re willing 
to play their game. The gist of the 
game is to match up the appropriate 
items to the people they belong to. 
Once all five items are in the correct 
chests, the sixth chest will open and 
you'll get your reward (see Key Items 
chart). Each character will receive 
18,500XP for completing this mini- 
quest. 

e For those having trouble with this 
mind-twisting puzzle, here’s the 
answers: 


Elminster gets the pipe, Khelben the 
staff, Alustriel the pendant, Piergeiron 
the helmet, and Drizzt the scimitar. 


e Although this Beholder likes to flap his 
gums, we found it best to force attack him 
BEFORE picking the chest and getting 
Sekolah’s Tooth. This way, you can prep 
your characters beforehand. 

e You'll need Sekolah’s Tooth to enter the 
rebel base, so this event is required. 

(Note: You can talk your way out of the deal 
with the Beholder. You don’t HAVE to kill 
him). 


Helping Hing Ixilthetocal 


Although we feel that the right thing is to definitely 
help out the Rebel Prince Villynaty, we couldn’t really 
blame you for wanting to help King Ixilthetocal 
either. If you choose this path, just kill Prince 
Villynaty and get the “real” heart instead of the fake 


LOOK HERE! 


one. Bring this back to King Ixilthetocal, and tell him 
of the plans they had. He’ll have High Priestess 


Senityili executed, and then thank you for your 
course of action. The minor drawback to completing 
the quest using this path is that you’ll get only 

for each character as opposed to 60,500XP 
that you would have received for saving the Prince. 


Granted it’s only a 


difference, but we know 


that you power gamers will take it into consideration. 


After you get the Rebel’s Orb from the 
High Priestess Senityili, and if you opt to 
pass through the giant fish mouth, you’ll 
be ambushed by a small group of rebels. 
Focus all attacks on the Priestess, and 
make sure to grab the Cloak of Mirroring 
before continuing on. This battle is com- 
pletely avoidable, but because this cloak is 
somewhat valuable, we feel it is a neces- 
sary stop along the way. This ambush is 
approved by Admiral Ackbar... “It’s a Trap!” 


- We’ve played an awful lot of AD&D here at 
: Versus Books, but none of us have ever 

- bumped into anything quite as strange as 

: the Sea Zombies. | mean, what the heck is 
- going on with these things? Zombies that 

- like live in harmony with evil little fish men 
: underwater? Yeah... ok. Regardless, you 

: Can stop off here for a fun little fight, and 

- some decent XP if you so desire. 

: Otherwise, there is nothing very special 

- about these undead aquatic fiends. 





e If you meet with Prince Villynaty and 
decide he’s the more valiant of the two fish 
men, help him out by bringing the fake 
heart back to King Ixilthetocal. When you 
do, the King will be distracted so that 
Prince Villynaty and his men may storm the 
base and re-claim the throne. 

e The battle with King Ixilthetocal is sur- 
prisingly easy. Just summon some mon- 
sters BEFORE presenting him with the 
heart, then give it to him and the monsters 
will automatically attack. You’ll get 
4,000XP for slaying the king. 

e When Prince Villynaty appears, he’ll 
thank you for your cooperation and you'll 
receive 60,500XP for each character. Not 
bad for a days work, eh? Make sure to use 
the Treasury Key on the vault up against 


e With the Magic Rope in-hand, it’s time to 
descend into the Underdark and try to find 
a way back up to the surface. Although 
going DOWN doesn’t exactly seem like the 
smartest route, we’d much rather be 
among Drow Elves than with stinky fish 
men, wouldn’t you? 


OAGDUIRE 


the wall before leaving. 


~ Baldur’ $ Bate in inctead of just picking: up the items and leaving 
for the Underdark, why not kill ol’ Prince viliynaty 
before you leave? He’s ultra-wimptastic, and ~~ 
you'll get the Wave-Blade from his corpse (which. 
makes the best:halbérd in‘the game when pieced 


| together). It’s. a win/win situation! 





The Quergar Camp 


e Talk to the Duergar and learn some 
important information about Irenicus and 
Bodhi. When you’ve finished conversing 
with all of them (and learning about the 
trapped mage just up to the north), access 
the Duergar’s shop and purchase the 
Freedom Scroll. This spell will enable you 
to release the trapped mage, and begin his 
sub quest if you so desire. 

(Note: Use this merchant to sell all of your 
accumulated items from the last dungeon.) 


Uithal: The Mages Proposal 


e Find the area with all three elementals 
battling each other, and cast the Freedom 
spell here (you can check the map above 
for this location). When you cast it, Vithal 
will appear and make a quest proposal to 
you. It’s foolish to decline this offer, trust 
US. 

e Get the Book of Rituals from the 
Innkeeper in the Svirfneblin Inn, and bring 
it back to Vithal. When you do, he’ll begin 
his transdimensional voodoo magic. Each 
time he passes through a portal, a 
guardian will appear for you to destroy. Kill 
the baddies (which are greater elementals 
from the respective portals), and he'll 
repeat this process for each of three por- 
tals, ending on the Air Elemental portal. 
When you kill the last enemy at the Air 
Elemental portal, Vithal will return with his 
last piece of treasure, and each character 
will receive 20,000XP for helping him out. 
You'll also get a Rod of Absorption for all 
the trouble. 


e When you first arrive, you’ll want to rest, 
buy and sell items, and generally get a feel 
for your surroundings. This place is not 
hostile, so you may seek refuge here when- 
ever you like. You'll also notice that certain 
rooms have some decent (but not great) 
loot lying around. Make sure to stock up 
before moving on. 

e Talk to the Innkeeper, and buy the Book 
of Rituals for 300GP. Bring this back to 
Vithal to begin his quest (see previous #). 


e Talk to Therndle Daglefodd, and you’ll 
learn of his missing son. Rescue Therndle’s 
son from the Iron Globe (next module), and 
get the Bracers of Defense ACg. 

e Inside the sleeping quarters, find 
Goldander Blackenrock and talk to him 
about a quest involving some sort of “evil 
beast.” He’ll give you the Steneshape 
Scroll, and then ask that you go to the 
north and kill the beast for him. Do the 
quest, kill Balor, and cast the Stoneshape 
spell before heading back to Goldander. 
You'll get 25,000XP per character, the 
Light Gem, and the Skullcrusher +3. With 
the Light Gem, you can enter the formerly 
darkened cavern that leads to Avalon. 


_ Galor, Demon 


Noteworthy Items 
¢ None 


: nce defeated, make sure to cast the 
| Stoneshape Scroll to seal up the cav- 
_ ern forever. a Oe 


The Iron Globe 


You’ll notice a large multifaceted iron globe 
that is built into the side of this cave. Each 
of the globe’s facets contain a trapped soul 
trying to get out. Click on each of the dif- 
ferent facets, and you’ll encounter a multi- 
tude of different characters. There are six 
sections, and six different characters as fol- 
lows: 

@ Madman Aganalo: This guy is com- 
pletely pathetic, and he attacks the party 
no matter what you do. Luckily, he’s as 
weak in battle as he is with words. You'll 
get Jhor the Bleeder +2, and 6,000XP for 
killing him. 

© Raevilin Strathi: This guy is a weakling 
piece of crap, and he has absolutely noth- 
ing of value. You’ll get 974XP for killing 
him. 

© Riti: This Githyanki is angered beyond 
belief, and he attacks unprovoked. You'll 
get two cursed items from him (Backbiter 
Spear +3, and a Girdle of Gender), along 
with 8,o0oXP for killing him. 

© Alchra Diagott (Lich): One bad-ass 
Lich, Alchra will come right out of hiberna- 
tion with a Time Stop spell. He usually fol- 
lows up with the edgier spells like Symbol 
Stun and Symbol Death. It’s a tough battle, 
but you’ll get 22,000XP for destroying him. 
© Bedlen Daglefodd: This is Therndle’s 
son. When you talk to him, he’ll tell you to 
return to the inn, and talk to his father. 
(When you talk to his father (inside the 
Inn) after releasing Bedlen, you’ll get 
Bracers of Defense AC4). 

© Gont of Riatavin: This guy is actually 
rather friendly if you treat him well. You 
should be able to get some good info 
about the surrounding area before you 
leave. 


This little ball of trouble actually proves 
to be one of the more valuable mini- 
quests in the Underdark. 














Iron Globe 
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To Ust Natha (Drow 
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To Kuo Toa Lair 


Holy jinukens! It’s a dragon, and she’s 
friendly (as a silver dragon should be)! 
After talking with Adalon, you’ll learn that 
her precious eggs have been stolen by 
none other than the dirty Drow Elves them- 
selves. She makes you an offer, and then 
transforms your party into Drow look- 
alikes. With this illusion, you may now gain 
entrance to the city of Ust’ Natha and 
search for her eggs. Remember where 
Adalon is, for you’ll be returning... 


Trapped Mage 


Duergar Camp / To Mind Flayer Lair 


To Beholder Lair®. 


e Once you’ve talked with Adalon, you may 
approach the gate that leads to Ust’ Natha. 
Tell the guard that you’re Veldrin from 
Ched Nasad, and you'll gain access. 

e Before you can get to the gate, however, 
you’ll be ambushed by a group of hostile 
Drow warriors. They will attack the party 
without saying any dialogue, so get your 
party ready before you cross the bridge. 
(Note: Many of the locations on the map to 
the left aren't explained in this section. 
This is either because it’s not important at 
this time, or you simply cannot access 
these areas, period. As you move forward 
though, we’ll send you back to this map to 
complete a few more tasks and uncover 
more land). 


- Baldur's Gate 


Isn’t she just... cool looking? Not to mention 
her poise, stature, and overall intelligence. 
The way Silver Dragon should be! 


If you. feel that the amount of treasure Vithal offers | 
is‘somewhat inadequate for the risk you took (like. j 
we did), tell him that you want ALL of his treasure, 
or else; He’ll immediately turn hostile, and begin 
casting high level spells-on the party. lf you man- 


“age to-defeat him (a task in itself), you'll get-an : 


additional 20,000XP, the Skull of Death, and five ; 


assorted spell scrolls. DIE wizard! 





_ e Solaufein will tell you how the Matron 

- Mother’s daughter (Phaere) has been cap- 

- tured by the Illithids. The only viable solu- 

- tion is to show up at the entrance to the 
|: Mind Flayer lair and clean house. 

: © Go to the Mind Flayer lair (use our map 

: for the previous section), then talk to 


Solaufein and a small scripted event will 
take place. Whack the Mind Flayers, and 


> then talk to Phaere upon saving her. After 


Note: Any Drow equipment that you find 
(or acquire) will be destroyed upon touch- 
ing sunlight. As such, you should equip it 
now, for you will not be down in the 
Underdark much longer. 


¢ Upon first arrival, it’s best if you look 
around and get to know your surroundings 
before proceeding with the actual story 
progression. Whatever you do, make sure 
not to set the city “hostile.” If you do this, 
your quest disguise is blown and your mis- 
sion failed. 

e Chat with the crazed merchant selling 
charmed monsters, and even buy one if 
you wish. Remember that you’ll have to 
bring this creature along with you wherever 
you go, which may not always prove plau- 
sible. It’s definitely a one of a kind shop 
with a unique inventory though! 


Meeting Solaufein & Phaere 


Note: This section of the game can get 
very confusing —not because it’s compli- 
cated—but rather because it’s a bit repeti- 
tive and very “errand-like.” You're basically 
going from one spot to another, talking to 
someone, killing something, then going 
back to talk to someone else. This is meant 
to get you through with as little confusion 
as possible. 


e Talk to Solaufein at the base of the Male 
Fighter Society, he’ll ask your party if they 
are new recruits. Next, he’ll pull rank and 
tell you that he is your new commanding 
officer. What nerve! This is no time to blow 
your cover, so it’s probably best if you 
oblige and meet him at the platform near 
the entrance to the city. 


_ talking, Phaere will then return to Ust’ 


Natha on her own accord. Just make sure 


- to meet her in the tavern after talking to 

- Solaufein at the city entrance. 

 ¢ After talking to Solaufein, Imrae will tell 
the party to meet Phaere at the tavern. As 

' you trudge over to the tavern, you'll be 

_ interrupted by a Duergar who tells you that 
- his master would like to speak to you. If 

- you wish to pursue this matter further (the 
- Aboleth quest), then refer to module #3 of 
- this walk-through. If not, then continue 

' reading this section. 

 @ When you talk with Phaere, she'll tell you 
- to meet her at the platform (near the city 

: entrance) in 4 hours or so. This should give 
- you time to rest, and perhaps take a look 

: around the tavern before leaving. When 

- you do leave, talk to her at the platform 
and she'll tell you that you'll have only a 

: few days before you should meet her at 

_ southeast platform. : 
- © Get to the southeast platform (marked on : 
- the map), and talk with Phaere. The 7 
- Beholder will show up, at which point you 

- should help Solaufein slay it. The Beholder 
' has 95HP, and you'll get 14,000XP for 

| killing it. Once the Beholder has fallen, 

- you’ll need to meet with Phaere at the tav- 
- ernin no later than three days. 

- @ When you meet Phaere in the tavern, 

- she'll send you out to exterminate some 

: Svirfneblin. Go back out to the Underdark 

' map, and head up to the Svirfneblin vil- 

- lage. When you meet up with Solaufein, 

- tell him that you'll handle this situation 
‘and you’ll meet him back in the city when 

; the deed is done. You can then ask the 


EVIL 
PARTIES 


LOOH HERE! 


On the way to help Solaufein with 
the Mind Flayers, you’ll be 
ambushed by a small group of mixed 
marauders. Here’s a quick break- 
down: 


Ly 
NOTEWORTHY ITEMS 


N’ashtar (Mage): HP=59, XP=4,000 
Items: 7th level spell scroll, Potion of 
Icedust x2 

Simbja (Goblin): HP=117, XP=5,000 
Items: Hide Armor 

Chandrilla (Elf): HP=94, XP=4,000 
Items: Plate Mail Armor 

Boz (Ogre): HP=111, XP=6,000 
Items: Full Plate Mail 

Pitch (Imp): HP=29, XP=420 

Items: N/A 

Damien (Thief): HP=68, XP=4,000 
Items: Oil of Speed, Healing Potion x3 


_ Svirfneblin leader for his helmet as proof to 
' present to Phaere when you return. He will 
- agree, at which point you should return to 

: Phaere and get 28,o00XP per character for 
; completing the quest. 


_ e When you talk to Phaere at the Female 

. Fighter’s Society, she’ll ask you to betray 

; Solaufein and kill him. If you refuse, you'll 
: be killed by her plethora of guards. If you 

: accept, you'll have two different options to 
take from here: 


Instead of telling Solaufein to go back to the city, 
suggest that you might need his help to exterminate 
the little Svirfneblin bastards. This is definitely evil, 
as the Svirfneblin won’t be hostile unless you ask 
Solaufein for help. Regardless, you’ll get the same 
amount of XP if you do it this way. 








Points of Interest 


Before you leave town, try to Tupe Location N 


accomplish the steps below. 


[ Visit shops and inns (duh!) 

Talk with Solaufein, and res- 
cue Phaere from the Illithids 

O Take Phaere’s quest and 
side with Solaufein 

1 Complete the Matron 
Mother’s mini-quests 

™ Choose path for Adalon’s 
Eggs, then complete it and 
return to Adalon 





Option 1: Hill dolaufein 


(Not Recommended 


Approach Solaufein at the Male Fighter’s 
Society and tell him this is his last day on 
to live. Attack, and gain 6,000XP for killing 
him. Take the Piwafwi Cloak and bring it 
back to Phaere. You’ll get 30,000XP for 
each character in the party. 


Option 2: Let Solautein Live 


(Absolutely Recommended) 


By letting him live, he agrees to give you 
his Piwafwi Cloak to bring back to Phaere. 
When you hand it over to Phaere, you’|l get 
30,000XP for each character in the party. It 
is absolutely ESSENTIAL to let him live if 
you plan on taking the “good” path 
through the rest of this section. 


e Regardless of which path you chose, 

Mother Ardulace wants to speak with you 
immediately. Make haste and get down to 
the Temple of Lolth as quickly as possible. 


JUOUTING 
TECHNIQUES 


Most of you are probably aware 
that monsters cannot uncover the 
map for you, nor can you control 
them once they go into an already 
fogged out area. Below are some 
tips to help counteract this draw- 
back. , 


@ If you have the 4th Level spell 
Wizard Eye, you can use it as a 
scout for your Summoned monsters. 
Instead of risking the lives of your 
party members, we feel it’s a bit 
better to scout the area with a 
group of expendable monsters sup- 
ported by a Wizard Eye. You can 
also include your Simulacrum if you 
have the spell available. | 

@ If you don’t have Wizard Eye, a 
similar effect can be achieved by 
using the 4th Level Cleric spell, 
Farsight. Farsight will scout any 
area of the map you choose, which 
can prove useful when trying to 
insert a group of summoned mon- 
sters. 


| Aboleth & The Fish Tank 


e Near the bazaar, you’ll see a large steel 
tank that houses an Aboleth. Once the 
Duergar tells you that his master wishes to 
speak with you, go ahead and talk to it. The 
Aboleth will tell you that he knows who you 
really are, and that if you don’t complete 
his mission, he’ll expose you to the Drow. 

e You can get really hostile with the beast, 
and tell it that you’ll expose its plan if it 
exposes you. It will get very scared, and 
then tell you that you are free to go. 

e On the other hand, if you choose to 
accept its mission, you’ll need to enter 
Qilue’s Home and kill Qilue. You'll get 
11,000XP upon killing her, but be prepared 
for a tough fight. Make sure to pick up 
Qilue’s Brain and bring it back to the 
Aboleth. When you do so, it’ll thank you 
and then tell you to go away. No reward! 

e In conclusion, you'll see that this quest is 
absolutely worthless to a good-aligned 
party. The Chaotic Evil party will have a field 
day with nothing better to do than kill any- 
thing and everything in sight. 


Matron Mother's Quest 


: When you talk to the Matron Mother, 

: She'll tell you that she is in need of one of 

- three hard-to-find items. You can either 

: bring her the Elder Orb, the Blood of a Kuo- 
: Toan Prince, or the Brain of an Illithid. You 

- basically have three options available from 
: this point: 


Option 1; Huo-loa Oungeon 
(Easy) 
This is the easiest of the bunch, and rec- 


ommended for players who just want to 
get the heck out of here. 


Option 2: Beholder Dungeon 


(Moderate) 


This dungeon is tough, but not nearly as 
tough as the Mind Flayer dungeon. 


Option 3: iting Flayer Qungeon 


Newbies need not apply. This is the real 
deal, man! 


huo-loan Qungeon 


3 e The first major fight is inside the 


Beholder Cavern, where you’ll square off 


: against two Gauths and a Beholder. There 

: are no treasures to be found in this room 

: though, only XP. 

: @ Work your way along the southern path 

: and your characters will be hit by a 

: Flamestrike trap. When you enter the room 
: with the Demigorgon statue, summon a 

' monster or animal and place it up on the 

: pedastal. Moments later, five Demon 

: Knights will spawn in and begin attacking 

: your party. Fend them off, and make sure 

: to grab the loot from their bodies before 

: heading back (see Key Items chart for more 
: info). 

: @When you enter the northern tunnels, 

: watch out for the Kuo-Toan ambushes 

: which will be placed throughout. There’s 

: usually at least eight if not more Kuo-Toans 
: at once, so beware! 





veer: 


Beholder Cavern 


Enter 
the Cave 


e When you reach the room with the 
Prince, he’ll be heavily guarded by two 
Kuo-Toa Monitors. They aren’t too tough 
(with only 56HP each), but they can foil 
your plans to just casually waltz in and 
whack the Kuo-Toan Prince. With the 
Monitors out of the way, just rush the 
Prince with your fighters while your mages 
pick away with weak offensive spells like 
Magic Missile or Flame Arrow. The Prince 
has 124HP, and you’ll gain 4,000XP when 
you defeat him. 

e Grab the Kuo-Toan Blood, then quickly 
dash back to the Matron Mother and pre- 
sent it to her. (Note: Continue the walk- 
through at “The Ritual” module in just a 


few pages). 


Although these spells have little 
use in melee combat, there are a 
few specific places where they are 
used best. 


@ Fireball, Cloudkill, Symbol Stun, 
and whatever other area-effect 
spells your mages have are great 
when used as room clearers. Just 
creep up to a room filled with mon- 
sters, then let loose with a Fireball 
(or whatever else). Afterward, quick- 
ly run back to safety of your party. 
Usually, the monsters will take the 
damage and then immediately come 
barreling toward your party. Right 
into the jaws of death we say! 


Bra 


4,578GP 


sortment of gems | 








aCe (yma) 


¢ If you choose to go to the Beholder 
Dungeon, you'll be up for a bit more of a 
challenge than if you opted for the Kuo- 
Toan Dungeon. Not only do you have to 
worry about the Beholders, but you’ll also 
need to be on the lookout for renegade 
Drow, and a few lllithids as well. Why are 
all these different races clashing in this 
particular spot? The world may never 
know... 

e We suggest you take out the Elder Orb in 
the first room, grab the Eyestalk then 
quickly make a run for the stash of trea- 
Sure in the northern cavern (see Key Items 
charts for more info). We’ve hit paydirt, 
cap’n! 

¢ Let the Drow pound on the Beholders 
when applicable. They’ll usually kill them 
for you, at which point you can focus on 
the Drow themselves. Either that, or you 
can use the bonus time to start pre weak- 


Elder Orb 


The fight with these Beholders is 
absolutely ridiculous. Proper preparation 
is key to winning down here. 


ening the Drow with attack spells from afar. 
The only problem with this is that they 
sometimes leave what they’re doing and 
attack the new threat. The same goes for 
the Illithids, except the Illithids are a bit 
more dangerous. 


Beholder Ambush _ 


HEV ITEMS 
TO ACQUIRE 


Quest Based Item 
_ Valuable Magic item 


In wall 


e¢ We recommend that you get in, get the 
treasure from the two points, then quickly 
run back to the Matron Mother with her 
prize. Any further exploration usually leads 
to death. (Note: Continue the walk-through 
at “The Ritual” module in just a few 


pages). 





Door Op ened by 
Mind Sievers Only 


Gladiator Pit_ 


e You'll be thrown into prison upon enter- 
ing, at which point you’ll enter an arena 
and fight some Umber Hulks. Pound them, 
then side with the Githyanki and have them 
distract the Mind Flayers while you escape. 
e Get the Illithid Serum from the storage 
tanks, and bring it down to the Slave 
Storage room. Insert the serum into the 
small contraptions above the slaves, and 
they’ll wake up from their slumber. Grab 
the Control Circlets from the machine, and 
head out. 

e Open the first door (marked green on the 
map) by charming the Mind Flayer with the 
Control Circlet, and the Githyanki will warp 
in. You’ll get 25,000XP per character for 
helping them escape. 

e Gain entrance to the room with the Brine 
Potions, and take as many as you can. 
These will make you immune to all Mind 
Flayer charm spells. 


Brine Storage 
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Door Opened b 
Mind Flayer On 
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Assorted gems 
Shandon Gem x53 


540GP 


Frome Macter Brain 
From Master Brain 
From Master Brain 





e Charm another Mind Flayer with one of 
your circlets, and have him open the door 
that leads to the Master Brain. Send the 
Master Brain into the netherworld (see 
boss sidebar), then return to the Matron 
Mother with your prize. 

e On the way out, you’ll stop and talk to 
the slaves. You’ll get 5,o00XP and one rep- 
utation point for releasing them. 

e Check our Key Items chart! 


Note: From this point on, be prepared to 
do a lot of “Cloak & Dagger” type mis- 
sions, with plenty of secrecy and double- 
crossing thrown in just for fun. Good stuff! 


e Once you have one of three items that 
the Matron Mother requested, simply 
return to the Temple of Lolth and present it 
to her. She’ll praise you, and then let you 
know that the ritual will begin shortly. 

e Meet Phaere at her abode, and she'll pre- 
sent the plan to overthrow the Matron 
Mother. When she does, there is little you 
can do but accept her offer. If you decline 
to help, everyone turns hostile and it’s 
game over. After she gives you the 
Despana Treasury Key, and the Fake 
Dragon’s Eggs (Phaere), you'll have two 
options. Basically, you can take the good 
path and continue with the regular walk- 
through, or you can take the evil path and 
follow the black box to the right. 


You'll find Phaere sitting in her sweet old 
home, doing nothing but plotting and 
scheming... 


up! 


1, Wiithio 


HP: 200 
XP: 10,000 


Noteworthy Items 
e Elder Brain Blood 
e Shandon Gem x53 
e 540GP 


“Ther fast sick ie) ‘beating the Master — : 
~ Brain is exactly that—FOCUS all _ 
attacks on the Master Brain itself. If 

. you spend time fiddling around with 


its minions, new ones will spawn and 
you'll soon find out it’s a neverending 


cycle. The Brine Potions will make your — 


characters immune to any wacky Mind 
Flayer magic ages ¢ this ecient SO drink 


Beholders are definitely unique 
creatures due to their projectile 
attacks. Here’s a few tips to help 
you eliminate them: 


@ Physical attacks are the best 
offense against Beholders. As such, 
any enhancement spells play a cru- 
cial role in defeating them. Spells 
like Strength and Haste help 
tremendously. 

© Mages and priests should usual- 
ly stay back out of harm’s way 
when dealing with Beholders. 
Mainly because the projectile 
attacks of a Beholder can rip 
through low HP characters with 
ease. Any shields or barriers you 
put up will be quickly dispelled by 
the Beholders and their extremely 
fast rate of fire. It’s best to just 
avoid using shield spells altogeth- 
er. 

© Lure Beholders into wide open 
areas and then surround them with 
melee attackers. This technique is 
raw and dirty, but it’s effective. 
Have Clerics standing by with Mass 
Cure spells ready to go. 


If you let Solaufein live when 
Phaere told you to kill him (just a bit 
earlier), you'll be greeted by him 
before you come back to the Temple 
of Lolth. He’ll present you with anoth- 
er batch of fake eggs entitled | 
. This is 
the key to gaffling both the Matron 
Mother and Phaere’s plans. 


LOOK HERE! 


TELL THE MATRON 
MOTHER ABOUT PHAERE 


2: This path is about 10X harder 
than the main path. As such, we rec- 
ommend you keep a save file handy 
BEFORE you go ahead and get started 
down this path. 


e You can go back to the Temple of 
Lolth and tell the Matron Mother that 
Phaere wishes to betray her. When 
you do, the Matron Mother will call 
for Phaere and then kill her with a 
Flamestrike spell for betraying the 
Spider Queen. 
e Following this event, the Matron 
Mother will tell you to meet her for 
the ritual in just a few moments. 
When you meet her, she'll sacrifice 
the Dragon’s Eggs to the Demon Lord, 
at which point he’ll reveal your true 
form to the Matron Mother. This is 
when things start to go awry. You'll 
need to defeat every single creature 
in the room, including the Demon 
Lord, the Matron Mother, and all of 
her little helper Drow. 
e If you manage to make it out of the 
ritual alive (a feat in itself), return to 
Adalon and she’ll be very upset that 
you let her eggs be destroyed. She'll 
immediately go hostile and begin 
attacking the party. If you beat her, 
you'll get 2 », the Blooc 

jragon, and 3,¢ Small 
rewards for such a large sack. When 
you're finished, continue the walk- 
through at module #10. 





e Take the key and run over to the Temple 
of Lolth. You'll find the Egg Room protected 
by two Egg Guards who you’ll have to 
bypass before entering. The best technique 
here is to have your cleric cast Sanctuary, 
then sneak in past the guards unnoticed. 
Once inside, switch the Fake Dragon’s 
Eggs (Phaere) with the real Dragon’s 
Eges. This method is stealthy, and lets you 
escape unmolested. 

e On the flipside, if you can handle this 
fight, then by all means do it. You'll get 
8,000XP per Golem that you defeat. 

e If you’ve done everything correctly up to 
this point, you should have two sets of 
eggs: the real Dragon’s Eggs, and Fake 
Dragon’s Eggs (Solaufein). Return to 
Phaere, and give her Solaufein’s fake eggs. 
When you do, she'll tell you to meet her at 
the Temple of Lolth for the ritual. 


Set off the Golems and you’ve got prob- 
lems! Try using the Sanctuary technique 
(above) to sneak in and out of this room. 


“a. faeces 


e Both the Matron Mother Ardulace and 
Phaere present fake eggs to the Demon 
Lord, at which point he’ll kill them both and 
ask if anyone has the real Dragon’s Eggs. 
Simply remain silent, and he’ll return to the 
depths right as the ritual guards begin to 
attack. Slaughter all of them, then grab the 
loot from both the Matron Mother and 
Phaere before leaving. You should find: 
Drow Piwafwi Cloak, Gorgon Plate +4, 
Ring of Spell Turning, Rogue Stone x3, 
Moonbar Gem xs, Black Opal x6, and 
3,500GP. 

e Following the ritual, cast Haste on your 
party members and begin your trek to exit 
the city as quickly as possible. If you have 
any Mass Invisibility spells, cast them on 
your group and sneak past as many Drow 
as you Can. 


: When you return to Adalon, you'll get 

: 78,500XP per character for completing her 
: quest. She’ll then warp you to the doors 

: that lead to the surface, inside the Kuo- 

: Toan Dungeon. If you had previously killed 
: the Drow guards near this door (when you 

: did the Kuo-Toan Dungeon), then you can 

: simply walk right through this gate. If not, 

: then Adalon will help you destroy them. 

: Either way, pass through the gate and 

- you'll need to fight through two small 

: areas riddled with Drow. 

: e The first area isn’t so bad, with only a 

: scattered wizard mixed in with the occa- 

: sional warrior. But when you get to the sec- 
- ond area, you'll fight larger groups of Drow. 
: Luckily, there are War Elves who will help 

: you eliminate the Drow and exit to the sur- 
: face. This marks the end of chapter five. 





= Ethan's Tent_ 
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e When you emerge from the Underdark, 
you'll be greeted by General Sovalidaas 
and the War Elves. He’ll give you a quick 
and dirty introduction, then suggest that 
you talk to Elhan before moving any fur- 
ther. 

e Elhan will ask you a series of questions, 
trying to find out more about you and your 
history with Jon Irenicus. When everything 
is wrapped up, tell him that you could use 
some stakes and holy water for your 
adventure to eliminate Bodhi. He’ll then 
give you Wooden Stakes x4, and Elven 
Holy Water x3. 

e From here, you should head to the over- 
world map and investigate the two new 
areas that have opened up right alongside 
the Elven Outpost. 
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One of the major drawbacks toa 
mage of any skill level is that he 
may be interrupted during his 
brief period of casting time before 
each spell. Check this list for 
some of our favorite interrupts. 


@ Any type of missile attacks will 
break a mage’s concentration and 
prevent him from casting the spell. 
As such, proficient Archers are 
deadly mage killers. 


O If you're a fighter, always keep a 
Potion of Explosions handy (in your 
Quick Items). If you see a group of 
mages all getting ready to cast, 
throw it their way and immediately 
rush in after the blast! 








(Note: We have a hunch that this section 
will perhaps be the most talked about por- 
tion of the game. With that in mind, we 
decided to delve even deeper into the 
strategy than we usually do, and we came 
up with some cool results.) 


e Right after you leave the Elven Outpost, 
you’ll be stopped on the overworld map by 
a group of adventurers. It just so happens 
that these adventurers are Drizzt and his 
comrades... 

e When he approaches you, you can listen 
to Drizzt’s story, or just tell him that he’s 
beneath you and you wish to fight. We rec- 
ommend the former. 

e Once you’ve established that you’re 
friendly, you can ask Drizzt for help in elimi- 
nating Bodhi and her minions. Surprisingly, 
Drizzt will agree and let you know that he’ll 
be waiting in the Graveyard District for 
your arrival. Talk about a powerful alliance! 
e Once you’re finished, simply continue on 
with the next module of the walk-through. 


02a 


Drizzt Do’ Urden 
Drow Elf sist 80% 


16th Level Ranger © Scimitar +5: 

\lignm Twinkle 

Chaotic Good e Scimitar +3: 
101 Icingdeath 


Famous Quotes: 

“I’ve sparred with demons from the Nine 
Hells themselves. | shall barely break a 
sweat here today.” 

“Come ahead if you will, but know that 
the next time you go down, you will never 
get back up.” | 

“Where in the Nine Hells did you ever the 
notion that | would fight fair?” 


e Bodhi’s Dungeon is basically the same it 
was in chapter two. The only difference 
now is that the extra caverns and tunnels 
are all collapsed, preventing you from 
exploring them once more. 

e The main objective is to kill Bodhi, and 
retrieve the Rynn Lanthorn. 

Note: As soon as you open the door to the 
room with the blood pool, you’ll meet up 
with your potential allies. It’s possible that 
either Drizzt, the Knights of the Radiant 
Heart, or the Shadow Thieves will show up 
to help depending on who you talked to. 


We know most of you wouldn’t even think of attacking 
the almighty Drizzt, would you? Don’t lie to yourself. You 
feel it. The need to take him out! Well, we just might 
have the info you need right here come to think of it! 


ENEMY STATS & 
NOTEWORTHY ITEMS 


LOOR HERE! 


Scimitar +5: Defender, 
Scimitar +3: Frostbrand, 
Vidaleim@arlimiuelieng 4 

Bruenor | Mithril Field Plate Armor +2, - 

Battle Axe +3, Small Shield +1 

Catti Brie Elven Chain +1, Long Sword +2, 
Tansheron’s Bow +3 

Regis _| Mace +2, Leather Armor +1 

Wulfgar Studded Leather +1, 
Warhammer+3: Aegis Fang 
N/A 


JI RATEGY 


Because there’s no way to prep for this battle, 

it’s usually just an all out brawl to the death. The 

s major threat factor of this fight definitely lies with 

; « both Drizzt and Bruenor. If you can take them out 

r= -early with a combined effort, your clerics and mages 

sHould be able to bring up the rear and finish the job. One 

thing to note is that Drizzt and Catti Brie both have amaz- 

ingly high magic resistance, so using offensive spells on 

them tan absolute no-no. Do some planning before the bat- 

tle and get spells like Spell Trigger and Minor Sequencer 

ready to go. Someone told us that the Lower Resistance 
spell (if used on Drizzt) also works wonders... 


e If a vial of Elven Holy Water is poured into 

the blood pool on the first floor of the dun- 

geon, the Vampires on the first floor will be 

slowed, and have their STR reduced by five 

points. Not bad at all! 

e You'll also notice that there are five pools 

of blood on the level where Bodhi resides. 

When a vial of Elven Holy Water is poured 

into one, Bodhi is considerably weakened. 

The weakening effects are as follows: 

* Her STR is reduced by two points 

* Her DEX is reduced by two points : | 

* She takes 20 points of damage 

* She takes bleeding damage that effec- __ =There’s a party by the blood pool? Sweet! 
tively counters her regenerative powers _ Who's got the Mead? 





* She is slowed 

e |t’s wise to always have Negative Plane 
Protection cast on your Fighters who will 
be getting up close and personal with the 
Vampires. This will prevent them from con- 
stantly using the Level Drain effects on 
yOu. 


Enemy Stat Chart 


Below is a quick stats list for each of the 
| noteworthy enemies inside Bodhi’s 
Connected Dungeon. Check the list to the right to find 
_ ... | your complete breakdown of available 
Blood Pool oo Ee j items. 


Valen 7 8,500 
Del 7 8,500 
Salia 7 8,500 
Meredath Z 8,500 
Tanova 30 $8,500 


Hareishan 115 8,500 
Artemis Entreri 116 6,000 


Bodhi 120 91,000 


Note: You can get 9,ee0XP to stake the 
three coffins in the room near the begin- 
ning of this dungeon. When you stake 
Bodhi’s coffin, you’ll get §5,000XP per 
character. 

e Once you’ve eliminated Bodhi and 
acquired the Rynn Lanthorn, you can bust 
out of this dungeon and head back for 
Elhan. You thought you’d never see Bodhi 
die, didn’t you? Foul beast! Twahahaha! 


HEV ITEMS 
TO ACQUIRE 


Quest Based Item 
Valuable Magic item 
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e Before meeting with Elhan, you can ' @ Return to the overworld map and then 
always go and explore the new forest areas _: head back to the Elven Outpost. Here, you 
that have popped up on your overworld : can present Elhan with the Rynn Lanthorn 
map. : and learn a bit more about the Elves past. 
: © Three of the four maps are extremely : @ When all is said and done, Elhan will 
LOOK HERE! ' small and only have a few scattered mon- | warp you over to Suldanesslar and tell you 
“ : sters throughout. One of them contains : that they seek your assistance inside the 
: small graveyard protected by Vampires. : city walls. 
If you happened to kill Drizzt - Take them out, then pick the lock on the ' @ This marks the end of chapter six, and 
(either by accident or on purpose) : coffin to find: Black Opal, Summon ' the beginning of the final chapter, chapter 
when you bumped into him just ' Nishruu Scroll, Laeral’s Tear Necklace, = seven. 
outside of the Elven Outpost, you’ll ' Abi Dalzim’s Horrid Wilting Scroll, : 
be disappointed when you find out : 446GP, and a Mantle Scroll. 
that Malchor Harpell will show up ' e The only map that’s worth actually show- 
to confiscate all of Drizzt’s items. ing is the map above, in which you can 
Malchor is very high level mage, ' meet Coran and seek out a quest with him. 
and there is no way to avoid this. - Refer to our Quest Appendix for more info 
So as you can see, the path to evil on his quest. 
is quite the bumpy one indeed... : 


_ The entrance to Suldanesstar is rather dra- 
- matic. We bet you thought you'd never be 
: entering the city through a tree, did you? 
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Entrance to the City The Temple of Rillifane To The Elven Quarters — 


e You'll enter Suldanesslar only to find that  ¢ Before you approach the temple, you’ll : e When you enter the upper floor of this 












it’s been completely ravaged by Jon i be ambushed by a small patrol of : abode, you can find the Elven Priests 
lrenicus’ madness. The city streets are ; Rakshasa. The best technique is to sum- ; Amulet. Inscribed on this amulet is the 
abandoned, most of them covered with / mon monsters, then use Farsight to scout —_ = order for which to press the buttons in the 
patrols led by monsters serving Jon - ahead. Let the monsters “soak up” most of = puzzle box downstairs. Upon successfully 
lrenicus. : their initial area-effect spells, then follow : completing the puzzle, you’ll earn the 

e Your main objective is to find Demin, get: up with a physical beat down. The ' Talisman of Rillifane. You’ll get stung with 
ahold of the three parts to release the ' Rakshasa have very high magic resistance, = an Acid Arrow every time you put in an 
Avatar of Rillifane, and then enter the ' $0 it’s useless to try to cast low level offen- = incorrect answer. 

Palace and chase after Jon Irenicus himself. : sive spells. - ¢ The solution to this puzzle is as follows: 


Although it sounds simple, be prepared for : ¢ Once you enter the temple, you’ll be 
some of the toughest fights in the game, : greeted by Suneer and his party of evil 
along with some tricky puzzles to boot. ; minions. This is where the real fun begins... 








Hey, | ok at that guy... he’s the toda? Por : Your monsters will soak up the initial : Sreweriig this puzzle incorariy earns 
the War Elves... he’s Elhan! - wave of damage, but stay frosty! : you a dart in the face. Congrats! 


Clay Golem Ambush — 


e Make your way up the right side first, 
stopping at each of the structures to see 
what they have to offer. Inside the first 
building, you'll be ambushed by three Clay 
Golems. Kill them and rescue the two War 
Elves trapped inside. Grab the Stone Horn 
and the Cloak of Elvenkind before leaving. 
Note: Remember that you need magical 
blunt weapons to hurt Clay Golems. 





Rees 





* . Before you enter, you'll be greeted by 

§ = Raamilat the Drow, and a Nabassu. Raamilat 
© - will immediately cast a Gate spell, which sum- 
: mons a Pit Fiend. As such, it’s absolutely 
: essential that your party is protected from evil 
: before you even approach Demin’s house. 
: © lf you want, you can let the Pit Fiend pound 
- on Raamilat while your characters hide off 
: screen. 
- @ Enter Demin’s house, and kill the four 
- Rakshasa holding her at bay. When you do, 
: she'll thank you for your help and then enter a 
: long series of dialogue transfers with you and 
: your party. Once finished, head outside and 
: continue looking for the remaining artifacts. 
















Don’t worry about the space in the middle 
of the Temple just yet. You’ll be returning 
here shortly with the necessary equip- 
ment to get things rolling. 









Baldur's Gate 
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Watch out for these hasted warmongers. : | : <q) J ak, Ail l < "~~ niques), then watch the Avatar make chunks ‘out 






Stone fist in you face! Kicky choppy! the enemies i in the room! Take that, evil! 





HP: 56 
XP: 16,000 


Noteworthy Items 
e None 


: if you. can take out the Nabassu before 
: Raamilat gets the chance to get Sesagae 
_up, you’ll be in good shape. If not, 

then you’re in trouble. Raamilat will go 
down easy with two strong physical 
attackers pressuring him at close | 
range. Especially so with a mage or 
two backing him up with dispel/ pierc- 
ing magics. 
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Quest Based 


Star Sapphire ” - From Nizidramanir’yt 


Diamond x1 From Nizidramanii’yt 
Laeral’s Tear Necklace x1 From Nizidramanif’ yt 








e When you approach Nizidramanii’yt, you'll 
have the choice to either trade him ALL of 
your belongings for the goblet, or simply fight 
him and take it for yourself. We suggest the 
latter. 

e When you prepare to fight him, do all of the 
obvious preparations like Haste, Aid, Chant, 
Armor, Shield, and whatever other protection 
spells you can conjure up. We also recom- 
mend that you whip up some higher level 
monsters. Not for their attack ability, but 
because they will serve as distractions to the 
Black Dragon during the fight. 


Black Oregon 


_ The main 
__ thing to watch 
_ out for is that 
_ damn Insect 
_ Swarm. It just 
_ does waaaay 
too much 
damage. © 


HP: 160 
XP: 22,000 


Noteworthy Items 
e Black Dragon Scale 
e Star Sapphire 

Clo) (e(-1em Cle) s) (= m0) m Mi 
e Bladesinger Chain +4 


© Baldur's Gate 
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e Once you’ve acquired all three of the 
ancient artifacts (Talisman of Rillifane, The 
Moonblade, and the Golden Goblet of Life), 
simply return to the Temple of Rillifane and 
place them on the statue in the middle of 
the room. When you do, the Avatar of 
Rillifane will appear and each character will 
set 65,000KP. 

e Listen to his advice, and take the Staff of 
the Woodlands +4 before heading back 
over to the Palace which is now unlocked. 
The end is near... 


If you strip down your characters completely » 
(to the point that they’re almost naked), you. 


can still make the offer to.give the dragon ALL 
-your.items in.return for the Goblet. This time 
though, you’ll’still lose 30,000GP, but you'll 
have your precious items.just sitting on the 
sround nearby. By the gods... we. just fooled 
the Black Dragon! 


Cm tnt 


(Note: Make sure you have both the Stone 
Harp and the Stone Horn before entering 
the Palace. You’ll need them to progress to 
the Underland.) 


e When you approach the Tree of Life, click 
on it and you’ll get two varieties of nuts: 
the Tree of Life Nuts x4, and the edible 


| Tree of Life Nuts xq. The edible ones are 


to be placed in your inventory as heal 
items, and the others are to be used as 
quest items in the Underland. You’ll be 
using them soon enough... 





Fk ee 


Para 


= 


e Upon arrival in the Underland, you'll learn that 
Ellisime is being held captive by Irenicus. 

e You'll need to destroy the three parasites that 
are feeding on the energy from the Tree of Life 
before finally facing Irenicus. The battles with the 
parasites are actually rather simple. Take out the 
two elementals that guard each of them before 
force attacking the parasite itself. When you do, 
the parasite will crumble, and you can move on 
to the next one. 

(Note: As you traverse the Underland, your Tree 
of Life Nuts will be used to extend the branches 
from place to place.) 


‘ ah non or ey 
e Once you've severed the third link to the 
Tree of Life, Jon will become unstable and vul- 
nerable. It’s time to attack! You absolutely 
need to get your high level “piercing” magic 
ready to go. Prepare spells like Ruby Ray of 
Reversal, Breach, and Pierce Magic. Irenicus 
will come straight out of his conversation 
totally juiced up, with just about every type of 
protection you can imagine. If you can keep 
your mages focused on bringing down his 
defenses, your fighters and clerics should be 
more than able to whittle down his HP with 
physical attacks. 
e |t’s not over just yet... 


i, Mage 


96 
N/A 


Noteworthy Items 
e None 


_ He’s tough, he’s cheap, and his name is 

_ Jon Irenicus. Be prepared foraclassic  __ 

_ high level mage battle with lots and lots — 
_of Time-Stop spells. We found it best to 


send in monsters to soak up his initial 
area-effect spells, followed by the caval- _ 
ry. Ruby Ray, or any type of Spell | 
Triggered pierce magics are KEY. After 

all, it’s his layers of shield magics that 

are making himas tough as he is. 











Door to Irenicus 


_ Test of Wrath 


Test of Greed 


e The first section of the Nine Hells is bro- 
ken into five trials. For the sake of being 
complete, we’ve included all the necessary 
information to get you through this sec- 
tion. However, we highly recommend that 
you complete this section on your own, 
first. What happens down here truly 
changes depending on the individual, 
which is why it’s tough to give actual strat- 
egy. The choice is yours—don’t be late! 


[Trial@ Pride 


Good Path: \f you question Pride, then 
you'll be greeted by a Silver Dragon—it will 
simply give you the Tear of Bhaal. 


Evil Path: \f you charge into the room look- 
ing to kill anything in your path, the crea- 
ture will be a Red Dragon and you'll have 
to fight it (check Key Items chart). 
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Test of Fear 


Test of Selfishness 


HEY ITEMS 
TO ACQUIRE 


3 Quest Based Item — 


ble Magicitem 


Sarevok?!? 


riat@rer 


Good Path: Cast Resist Fear, then take the 
bottom route and grab the Tear of Bhaal. 
Avoid those Beholders! 


Evil Path: Accept the Cloak of Bravery, 
thereby avoiding the fear traps on the path 
to the left. Grab the Tear of Bhaal and walk 
out. 
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Good Path: Take the doors to the left, and 
permanently lose 2HP, -1 DEX, and - 
75,000XP. It’s a tough decision, isn’t it? 
Evil Path: Take the doors to the right, and 
watch your party member be tortured, then 
killed by the Demon. 


triat@Greed 


Good Path: Give the Blackrazor to the 
Djinni to set him free. You’ll then get the 
Tear of Bhaal. 

Evil Path: Use the Blackrazor to kill the 
Djinni, then get the Tear of Bhaal asa 
reward. 


[Trial S) 


Good Path: Kill Sarevok without giving in 
to the anger. This will earn you the Tear of 
Bhaal. 

Evil Path: Kill Sarevok out of pure hatred, 
and get the Tear of Bhaal upon his defeat. 
(Note: You'll get +1 point in one of your pri- 
mary attributes for doing it this way.) 


¢ Once you’ve obtained all five Tears of 
Bhaal, you may walk over to the main door 
and place them into their sockets one by 
one. The following effects will depend on 
which path you took in the trials: 


Fear Tear 

Good Reward: |mmunity to +1 weapons 
and less 

Evil Reward: +2 to CON 


Selfishness Tear 

Good Reward: Your main character will be 
granted +10% resistance to magic (on top 
of what he already has) 

Evil Reward: You will gain +2 to your AC 


Greed Tear 
Good Reward: +2 to all saving throws 
Evil Reward: +15HP 


Pride Tear 

Good Reward: +20% resistance to fire, 
cold, and electricity damage 

Evil Reward: Gain 200,000XP 


Wrath Tear 
Good Reward: +1 to WIS and CHA 
Evil Reward: +2 to STR 


Note: |f any of the above choices were 
made with an “Evil Reward,” your character 
will also loose one point of reputation, and 
have your alignment change over to evil. 


TECHNIQUE 








: e Immediately following the placement of all five tears, the door will open and your good 
- ol’ pal Irenicus will crash the party. Here are some helpful hints/stats: 


: e Have as many Protection From Evil 10’ Radius spells as you can memorize. These will 


- your enhancement spells. Spells like Haste, Aid, Bless, Chant, Sanctuary, Defensive 
ders. Use the pause button to get as many of these working at once as you can—try to 


| e In addition, you should have the following spells ready to cast when you go in: 

- Contingency (customized as you wish), Freedom (to remove the “Maze” effect), Minor 

: Spell Sequencer (chained with Magic Missiles), Spell Trigger (chained with high level 

- spells), Simulacrum (just for that extra kick in the pants), and Ruby Ray of Reversal (to dis- 
' pel shields). These are some of the more effective spells that will help you get through 

- this battle with as few headaches as possible. /t’s a toughie, but have fun! 


| AC; - HP: 21 Special: Regenerates three HP per second, 
- THACO: -6 STR: 2 so stay on top of him with as much damage 
_ Magic Resistance: 50% as you can—this is a long battle! 


: Attacks: 2 per round, for 1D6 +14 damage 







































SEQUENCING SPELLO 
FOR BIG RESUSTS 


If you’re looking for the spell combo 
that’s the equivalent of Quad Damage 
from Quake, this is definitely your bag. 


@ By using Minor Spell Sequencer, you 
can effectively chain two spells to be cast 

at one time. For offense, we found it best 
to use Magic Missile. With Major Spell 7 
Sequencer, you can chain three Magic the time it take to cast three Magic Missile 
Missile spells together. And with Spell spells! The best part about this combo is 
Trigger, you should chain three Lightning _ that any one of your Mages can have all 
Bolt spells. Take the 40 points ofdamage — THREE of these combos ready at any time. 
for the Minor Spell Sequencer, another 60 : 
points of damage for the Major Spell Note: Your damage results for each spell 
Sequencer, and then combine it with the will vary depending on the skill and level 
75 points of damage with the Spell Trigger, of your mage. The numbers in this tech- 
you're looking at some serious swonage! nique are merely our averages when we 
We’re talking over 175 points of damagein use the combo. 


The Final Battle 


Pre-Battle Tactics 


keep Jon’s demons away from you. 
e Before you use all pass through the door to enter the final battle, make sure to use all of 


Harmony, Regeneration (on your fighters), and Stoneskin (on your mages) all work won- 


prolong their effects by using little time in between spells. 





! The Slayer 











=, Congratulations! 

_ You’ve completed Baldur’s Gate II! Now 
it’s time to go finish up the optional 
quests (recommended), or get your 
“real life” back. Whichever is more 
important... and we all know what that 
is! Gaming forever! 











PET EL) CH 
Quest: 
How Do | Get it 





The Strongholds 


Enemies: 
Treasure: 
XP: 


e The first important thing to remember about the Strongholds is the fact that only your main character has any influence on which 
stronghold is available to you. If your main character is a thief, and you hope to be able to get access to the ranger stronghold because 
Minsc is in your group, well... you’re thinking wrong. You NEED to pick the character that corresponds with the stronghold to have access 
to the quest. It is for this very reason that we left this section a bit vague, since 75% of our readers will probably only play through with 


one character, and really doesn’t give a crap about anyone else’s. 


On the flipside, this section should be more than enough to get everyone headed in the right direction. Use the data in the chart below 
to get a better grasp of where and when the stronghold quests will take place, and good luck! 





e if you complete the Windspear Hills quest and rescue Garren’s 
child successfully (killing Firkraag is not a necessity), Garren will 
recommend that your character enter the Radiant Heart for mem- 
bership. Return to the Radiant Heart headquarters (in the Temple 
District) for your quest to begin. 









emost, you'll need to complete the Umar Hills quest. 
If you do, Minister Lloyd will ask you to become the new ranger for 
the area, and hands over Merella’s cabin. This is now the start of © 


your stronghold quest. 


















After completing the Shadow Druid quest in Druid Grove, your 
character will get the opportunity to take a position within the 
grove, and after reaching level 14, you may receive the honor of 
becoming the Great Druid! 
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e Completing the Sir Sarles quest (after finishing the Cult of the 
Unseeing Eye) will result in your main character being offered a 
position within their church. Which church you'll be involved with 


depends on your alignment, or course. 






Available: 
Quest: 
How Do | Get it: © 


The NPC Specific Quests 


| @ lf you 
- main quest), you must make sure to bring Lavok outside so that 
~ he may see his world for one last time. When you do, he’ll hand 
_ the sphere over to your character to be your new Secret wizard 

- hideout! 





. Thief St 
| @ If you’ve 
Renal will give you full control of Mae’Var’s guildhall. That’s a nice 
- facility! 





elfy 
- Flagons Inn) and she'll give you the deed to their playhouse. You 
_ actually get to put on your very own play! , 



























= 


e Planar Sphere quest (as part of Valygar’s 
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Renal Bloodscalp’s quest (to kill Mae’Var), 
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- © If you’ve completed the quest with Nalia, you'll get the option to 
- run her keep! This was one of the most interesting of all the 

- strongholds (which are all fun), mainly because you'll be in charge 
- of a small fiefdom who depend on your day to day decision mak- 

- ing. Just don’t go too crazy with those taxes... 





e There are NPCs in the game that have some interesting sidequests of their own—meaning that the quest just simply isn’t possible without 


the respective character in your party. Below is a quick breakdown of these quests, which will hopefully send you in the right direction. 
Most of these quests are simple, but some can get fairly extensive. Unfortunately, due to the nature of the production process on this book, 
you're going to have to do with what we’ve given you below. Special thanks to James Ohlen for this info! 


e Nine days after she joins your party, she'll try to take the party to 
Trademeet to help her sister. Worth lots of XP! 


e You'll learn about her father’s funeral, after which she'll be kid- 
napped by Isaea Roenal and must be rescued. Get those financial 
statements, and you’ll get lots of XP! 


e Ten days after joining the group, he’ll return to his home in the 
slums to try and help a dying girl. You’ll get some XP for this one! 


e Help him plunder the graveyard and find his book, then bring it 
to Pimlico (Temple District). This leads to a big fight at the Copper 
Coronet, where you’ll get both a ton of gold and XP! 


e Keldorn has only a small plot involving his wife, when you first 
return to his home in the Government District. 


e You’ll need to meet with his father in the Government District, 
and then also pass a test that determines whether or not Anomen 
will be admitted into the Radiant Heart. Anomen gets the chance 
to gain XP, change his alignment, and raise his WIS to 16! 


e Edwin’s quest involves the Nether Scroll, which will start after 
you enter the Graveyard District with him. Find it and Edwin wil! 
get lore, a saving throw bonus, and lots of XP. 

0 I  —————— 
e If you return to his home in Waukeen’s Promenade, Cernd wil! 
start a quest involving his lost child. 
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PETE 1) Ch Chapter Two Enemies: Very, very tough, with unique bosses 


bo TTT Windspear Hills Treasure: We've hit Paydirt Cap’n! 
How Do!Getit: Talk with Firkraag (in Copper Coronet) XP: Too much to mention! 


THE OPTIONAL Introduction 


While this section can seem overwhelming at times, try to reme * that the vast majority of the 
quests happen somewhere in chapter two. There are a few that tas ace in later chapters, but 
those are few and far between. For ease of use, you would actu ‘art doing these quests right 
after you finish helping Nalia with the Troll problem in her + antec, that quest itself was 


(WALK-THROUGH optional. We only listed it in the critical walk-through becat *o earn the 15,000GP 
somehow, and we felt that was the easiest way to progress ¢ 


4 4 : daughter. You'll find Firkraag’s Challenge 

Ot The Winds 7 Cor Hills : on one of the thugs if you search them. 
e After talking with Firkraag at the Copper : © When you learn that Firkraag is not quite 
Coronet, you will find this area accessible : what he seems, you can leave the 
on your overworld map. When you enter, : Windspear cabin and head for the Faerie 
you'll be immediately ambushed by a : Grove. If you talked to the Dryads 
group of monsters. Take them out, and : waaaaaay back in the very first dungeon, 
then Garren Windspear will approach fora =: you can return their Acorns to Vaelasa anc 
conversation. You’ll learn that what you : gain 32,500XP. We realize that this is not a 
were fighting were indeed illusions, and : lot, but definitely worthwhile if you're in 
that to a normal man’s eye, they were a : the area. 
group of friendly paladins. : @ When you're ready to go, get rested up 
e When you arrive at Garren’s cabin, you'll | and enter the Domain of the Dragon. 
meet his daughter, who will then be kid- 
napped by a group of hostiles right before 
your eyes. You can kill the thugs, but not 
before some of them escape with Garren’s 


‘ a La) 












Mysterious Cavern 


02 Domain of the Dragon 


(Continued from the Windspear Hills Quest) 


e Upon entrance, you’ll be swarmed by 
Hobgoblins as you make your way forward. 
Bash your way through the beasties, and 
then eliminate Ruhk the Transmuter. 

e Immediately upon entering the second 
area, you'll be ambushed by a horde of Orc 
Archers. It’s really hard to fight them with 
melee weapons, so your best bet is to use 
spells. 

e Continue on toward the right side of the 
dungeon, past the room full of undead 
(a.k.a. The Death Trap), and over to the end 
of the hall near the Greater Wraith. You'll 
find the Chapel Key hidden on a small 
board in this room. 

e Acquire all SIX parts of the Burial Mask 
(from the Djinni’s scattered throughout), 
and the mask will put itself together auto- 
matically. Once you have both the Book of 
King Strohm Ill, and the completed Burial 
Mask, dash over to the room with Semia 
for a grand little fight. 





Monster Ambush! 


Semia 104 9,000 
Kaol 43 8,000 
Ferric 103 9,000 
Akae 70 10,000 


Chak 98 6,000 
Legdoril 90 6,000 


e Make sure to kill the guardian and get 
the ever so valuable treasures from the 
next room before leaving. 


(Note: Make sure to have the Burial Mask 
equipped as a helmet for your main charac- 
ter, or you won’t be able to see the 
Guardian.) 


e On your way down to the west side of the 
dungeon, stop off at the wishing well and 
get the Dragon Helm. 

e Whack the werewolves posing as pal- 
adins, then loot the area and head north. 
You'll find a secret passage that leads fur- 
ther north into a room full of Golems. Don’t 
miss the hidden treasure against the back 
wall (see picture)! 


__Monster Ambush! 


Door to Part I 


Ruhk Transmuter 


These Golems guard the cache of treasure 


behind the secret passage. You might want 
: to get your blunt weapons ready... 


: 


Monster ener o P 
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Secret Door 


02 Domain of the Uragon 028) \ivo0y, Red Oregon _ 


(Continued from the Windspear Hills Quest) | | 
e The fight with Tazok is tough one, but not — HP: 184 His Ntararé attrmks are horsibil cm 
too bad once you get your fighters in place. 7. aS ewe XP: 64,000 ly, which is why it’s essential to dish — 
a NO out damage quickly. Make sure to 
Tazok 181 = 000 . a caraeronetes items : ~ equip ALL of the special “dragon” 
face Dice Ga S000 fs ge items you’ve found throughout this @ 
co wieece 2° sda : ee eo due snd make the difference. 

e You'll get the key to release Iltha from : ee | | 
Firkraag’s personal mage, Conster. He'll 
retreat upstairs, at which point you should fol- | oo : | : : 
low him and take him out. Release Iltha and Teh nm ni —— ls - : _ a 
earn 23,750XP. If youwant,simplyendthe ; Mf TCH 0 ACQUIRE _ Quest Based Item —-Valuable Magic item 
quest here and return to Garren Windspear ay oo | 
for your reward. If you're feeling lucky, why ico Gre Resistance, Ruliccboty oo Hae Blasting | een : 
not take on ol Firkraag, eh? Orcish Cookbook 3roken table @belurit_ i: lncide wel Cas: 
e |f you decide to fight Firkraag, we highly rec- Chapel Key An ton of boar Loran Bow Inside wall (rocks) 
ommend that you cheap him by attacking ‘Book of King Strohm Ill On ground Full Plate Mail +1 
without warning. Obviously, this is done by \U) Piece a : ) Guardia ly Two-Handed. : | 
“force attacking” him while he’s blue. It will , | Plate Mail +1. ‘Ferric’s body | g90GP | Taeoke S Body”: | 
probably take awhile, and definitely a few re- __ Large Shield +2 se body __Delve -Digdag’s body ~ 
loads (Quicksave, anyone?), but if your char- _ Plate Malt +: Semia’s body Star sasaki x2. On table 
acters are of satisfactory level, itIS possible. . ee Semia’s body = Rogue Stonex2 =—s In cabinet 
Don’t give up! We swear you can kill him! King's Tear x1 _ Incabinet 
e When you return to Garren Windspear after : © ase 
saving Iltha and eliminating Firkraag, each 
character in your party will receive 44,500XP! 
Enemy owned! 





PVE TE) Ce Chapter Two Enemies: 
Quest: Umar Hills Treasure: 
How Do!Getit: Talk with Delon (at the City Gate) XP: 


e You'll learn of this quest from Delon at 
the main gates to the city of Athlatka. 

e When you enter the Umar Hills, first talk 
to the various townsfolk and learn of the 
troubles that plague the area. Be aware 
that there are many small quests in this 
area that we don’t mention, such as the 
hidden Beljuril Gem in the chickens, and 
the kids who want you to buy them ale and 
weapons. These are foo easy... 

e Hit the ranger cabin, and find the Note 
From Mazzy, and Merella’s Journal. This will 
open up the Temple Ruins area on your 


Ola 


To acquire Valygar, simply talk with him 
inside of his cabin. After a bit of conver- 
sation, one of your options will be to 
ask him to join your party. We highly 
recommend Valygar for good-aligned 
parties, as his fighting skills are on par 
with the best of ’em, and he can back- 
stab too! (Not to mention that you can 
do the Planar Sphere quest with him!) 


overworld map, and also open up a new 
quest from Minster Lloyd. 

e If you accept Jermien’s quest to find the 
Mimic blood, simply run over to the Umar 
Cave and you'll find some. Bring it back to 
Jermien for 21,250XP. 

(Note: |f you choose to whack Jermien 
instead, you'll get 4,e00GP!) 

e Talk with Madulf the Ogre, then chat with 
Minster Lloyd. When they reach an agree- 
ment, return to Madulf and he'll present 
you with a very nice magical item. 

e On your way to Valygar’s Cabin, you'll be 
greeted by some unfriendly rangers. Take 
them out for some decent XP, and items. 


Class: Stalker 
Alignment: Neutral Good 
HP: 112 AC: -2 
_ STR: 17 INT: 10 
yi oir 18 WIS: 11 
CHA: 10 





Very, with a few unique bosses 
Zounds! 
Lots! 
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Temple Ruins 


(Continued from the Windspear Hills Quest) 
e Arrive at the Temple Ruins and immedi- 
ately head for Anath’s cave. You can either 
let her live (in which case she'll help you 
with the mirror and the crystal puzzle), or 
you can kill her and get the XP. 

e When you arrive at the base of the ruins, 
you'll be swarmed by Shadows. Quickly run 
to the top and activate the mirror which 
will amplify the light, and stop the 
Shadows in their tracks. 

e Upon entrance to the dungeon, grab the 
_Bones of Amauna after the ambush from 
the undead/shadow creatures. Whack the 
Shadow Jailor, and then get Mazzy (see 
below). 


02a 


Get Mazzy by killing the Shadow Jailor, 
taking his key, and unlocking her cell. 
When you release her, you'll have a brief 


conversation after which you may simply \ 7 


_ ask her to join your party. No tricks about 
it! Mazzy is a feisty little halfling, with a 
zest for hunting down and eliminating 
evil (much like Minsc). So if you’ve got a 
good-aligned party, she'll fit right in. 


e Get the first Sun Gem from the pedestal 
to the south, then dash for the statue and 
solve the three riddles. 

Note: /f you're too lazy to search for the 
answers, we’ve listed them right here for 
ya: 1st Test: 2, 3, 2 -- 2nd Test: 3, 1, 3 -- 
3rd Test: 1, 3, 2. 

Upon completion of all three tests, you'll 
get the Sun Ray Symbol and 45,500XP. 

e Pass through the first magic door (with 
the Sun Gem), and prepare for a few high- 
level Lich encounters. Nothing you can’t 
handle though, right? Ugh... 

e If you give Amauna’s Bones to the 
ghosts, you'll get 17,750XP, and the 


Shadow Dragon Wardstone. If you plan on : 


skipping the Shadow Dragon battle (total 
wimpage!), then this item is ESSENTIAL to 
your survival. 


Class: Fighter 
Alignment: Lawful Good 
HP: 110 AC: 1 

STR: 15 INT: 10 
DEX: 18 WIS: 13 
CON: 16 CHA: 14 


e Follow the screenshot to the right for the 
exact order to get through the Amunator 
puzzle, then grab all the goods from the 
opposite side (refer to Key Items chart) and 
head through the second door. 



















LORD OUNGEON 
Entrance to Temple Ruin 


FO ECO MEO f 


Statue Puzzle 


Magically 
Sealed Door (3) 


Te Thaxll'ssillyia: ae ) tee 
ohade Lord Qungeon r “cane 


. ENEMY 
(Continued from the Umar Hills Quest) 


e When you complete the Symbol of the Thaxttssillyla Valuable Magic ite 


Amunator (with all three pieces), it will put : Taking on the Shadow Dragon is no easy 
itself together and you'll earn 23,250XP. task, but is definitely feasible if your party f 3ones In table 
Once you have the completed symbol, you = hac the right equipment and/or spells for Shadow Jailor Key Shadow Jailor’s body 
may enter the door that leads to the : the job. You basically want to bang him Sur Ray Symbo! From statue (puzzle 
Shadow Dragon, which then continues on _ with Spell Sequencers (lots and lots of un Gem inside center pitta! 
to the Shade Lord himself. - Magic Missiles), at least two characters 
- shooting arrows, and two melee fighters. 

Obviously, you’ll need to get the jump on 

him by “force attacking” while he’s blue 

instead of waiting until he’s red. 


Shade Lord 


ENEMY HP XP 
Shade Lord 65 44,250 each char. 


Focus all of your power on the Shadow 

Altar, for when it falls, so do all of the 

Shade Lord’s minions. The follow up ) 
attacks on the Shade Lord are almost AccctedGens 
ridiculously easy. Je of | “ 

e Once you've killed the Shade Lord, the ‘ ___ Hammer of T.Bolt Scroll Shadow Drago 
entire area will be returned back to its nor- O Ki Shade Lord’s body - 
mal state, and you may return to Minister Shade Lord’s body 
Lloyd (in the Umar Hills) for your reward. : e Stars a ad 
Trust us, it’s worth going back for... 


 Shado 





PY EVEL CH Chapter Two Enemies: 
fe TTT-t - Trademeet Treasure: 
How Do | Get it: Talk with Flydian (Gi the City Gates) XP: 


Trademeet 


e After yapping it up with Flydian at the 
town gates (you’ll see him standing by the 
old wagon), the Trademeet area will appear 
on your overworld map. 


Ola 


To get Cernd in your party, simply get 

permission from Logan and you'll have 
access to his cell. Head down the stairs 
in the back of Mayor Logan’s place, and 
you'll end up in a very small dungeon. 
Cernd isn’t the greatest of warriors, but 
he’ll prove very useful for the duration of 
this quest (since you’ll need a Druid). 
Awesome character! 





e Chat with the Militia Captain to find out 
what’s been disturbing the sweet lil’ town 
called Trademeet. Afterward, head to the 
Mayor’s Home and talk to Logan. 

e You'll learn that Cernd is being held pris- 
oner as a scapegoat for all of the damage 
that’s occurred in town. With Logan’s per- 
mission, you can free Cernd and take him 


Class: Shapeshifter 
Alignment: True Neutral 
HP: 80 AC: 9 

STR: 13 INT: 12 

1) > Ee) WIS: 1a 
CON: 13 CHA: 15 


_ ©@ Rogue Stone 





Average, with a few unique bosses 
Minimal 
Average 


HEY ITEMS TO ACOUIRE 


Quest Based Item Valuable Magic item 


@ Spear of the Unicorn +2 Pile of bones 
Bracers of Archery Pile of bones. 
420GP Pile of bones 
Club +2:Gnasher_ —_—Dalok’s bod 


“Ring of Folly 
Efreeti Bottle aquee’s ag : 
- Guildmistress Busya 


Diamond x1 


_ Guildmistress Busya | 











Kvland Lind 


out on the quest to find some answers. 
(Note: When you do, the Druid Grove will 
appear on your overworld map.) 

e After freeing Cernd, there’s not much to 
do but head for the Druid Grove. We think 
most of the areas in this town are better 
left untouched for now, at least until you 
finish the Druid Grove sidequest. When 
you’re ready, click back to the overworld 
map and enter the creepy Druid Grove. 


02 Oruid Grove 


(Continued from the Windspear Hills Quest) 
e Your main objective at the Druid Grove is 
to make your way to the northwestern cor- 
ner of the map and infiltrate the Druid 
Grove itself. You’ll encounter limited resis- 
tance on the trek to the grove, with only 
two or three ambushes popping up along 
the way. 

e When you talk with Faldorn, there is only 
ONE possible outcome: kill her. The chal- 
lenge with Faldorn CANNOT be completed 
unless you have a Druid in your party (i.e. 
Jaheira, Cernd, custom character). The easi- 
est way out is to have Jaheira morph into a 
bear and knock the crap out Faldorn before 
she even knew what hit her. As the saying 
goes, “Two men enter, one man leaves.” 
But in this case, it’s with chicks. Kicky cool! 


Fy ‘“ f 


hats 
ie 
+ = z 5 3s 


S gee 


e Before returning to Trademeet, you can 
check out the Troll Mound for some decent 
items. You can also whack the Rakshasa in 
the northeast and grab the goodies there if 
you wish. 

e When you return to Logan, you'll solve 
the Druid problem and receive 25,250XP 
per character, along with 20,750GP for your 
party. You can also check the town fountain 
for a neat little surprise... 

e Visit the Djinni tent just outside of the 
town gates, and you can either kill them, or 
bring them the head of the Rakshasa (see 
Key Items chart). Rid the Djinni’s one way 
or another and return to Logan and receive 
48,000XP per character. Also, make sure to 
see the Guildmistress for a nice little 
reward. 

e lf you want to do one last quest before 
leaving Trademeet, you can get the Mantle of 
Waukeen for one of the two feuding families. 
e Get the key from either of the two fami- 
lies, and enter the tomb to get the Mantle. 
The proper way is to bring the Mantle back 
to Logan, as you’ll gain a reputation point 
for the job. If you bring the Mantle to either 
Lilith, or Skarmaen, the quest will end with 
a large bloody battle. Sometimes it feels 
good to be bad... 


As an added bonus, we'd like to let everyone 
know that you CAN kill Neeber without set- 
ting off the guards or suffering any penalties 
to your reputation. Can you say, “Taste my 
blade you annoying little bastard?” 
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PETE) Ce Chapter Two Enemies: 
fe TTT-S 3 A eclate] bios isis terere ltl (a) Treasure: 
How Do! Get it: Various (see modules) XP: 


e If you stop and talk with Aegisfield, you'll 
get the heads up on what’s been happen- 
ing in this section of town. Leave it up to 
Inspector [insert player name here] to solve 
the problem. 

e The first step is to talk with Rampuh, and 
get the Exotic Hide by hammering him with 
threats. Once you’ve obtained it, rush over 
to the merchant square and talk with Rose 
Bouquet. She knows of the troubles in the 
area, but needs a few key items to back up 
her hunches on what’s really going on. 
She'll tell you that you can purchase the 
items she needs from Bel Dalemark (right 
across the way from her). 

¢ Go to Del, and buy the Gulil Berries, 
Solik Berries, and Oak Bark. Return to 
Rose give her all three items for the report. 
e From here, it’s obvious that the town tan- 
ner is the prime suspect, so stop by his 
storefront and pay him a little visit. When 
you do, you can tell him that you know he’s 
the killer and he’ll run. Chase him down 
through the trapped rooms (searching for 
goodies as you go), and you'll eventually 


find his comrades down in the cellar. 
Whack ’em, then grab the loot and return 
to Aegisfield with your report (See Key 
ltems chart for detailed info on the goodies 
for this area). 

e You'll get 45,000XP for the party, +1 rep- 
utation point, and 5,000GP. 





Average, with a few unique bosses 


Minimal 
Average 
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Inside chest 
Inside chest 
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502 The Twisted Rune 03 Buried Alive! | 04 Captain Dennis: The Brow! 


e You'll find the passage to the Twisted 
Rune located right below the main door to 
the Delosar Inn. It’s locked, and you’ll need 
a Rogue Stone in your possession to enter. 
When you warp in, you’ll be greeted by 
Shandalar the Black and his associates. 
This battle is tough with a capital “T”, defi- 
nitely ranking in the top five hardest bat- 
tles in the game, period. Good luck! 


ENEMY HP XP 


Shandalar 

the Black 126 50,000 3,890 GP x2! 
Vaxall 95 14,000 Eye of the Beholder 
Revanek 150 6,000 N/A 


Shryessa 102 10,500 N/A 
Layene 42 4,,000 N/A 


ITEMS 





Entrance 











e In the Graveyard District, you'll find a 
grave where a man was apparently buried 
alive (Tirdir). Tell him that you’ll do every- 
thing you can possibly do to help, and then 
go talk to the grave keeper, Sethle. After 
the productive little chat with skinny man 
Johnson, er... Sethle, you'll get the Piece of 
Red Cloth. 

e From here, you'll need to go to the Bridge 
District and talk with An-Si down by the 
Delosar Inn. With the matching piece of 
cloth, it’s obvious that An-Si is the culprit. 
He’ll run inside, at which point you can 
chase him down and whack his two accom- 
plices, Reti and Camitus. 

e Scramble to the top of their little hideout, 
and release Lady Elgea from her shackles. 
When you do, you'll receive 16,750XP. 





To ist Floor 





_ elf you’re taking a good night’s rest over at 
- Delosar’s Inn, you can stop on the second 

- floor and knock Captain Dennis and his 

- buds around. You know, just for kicks? 

_ Hehe.. well, this battle is tough indeed, 

: and the only real way to beat it with ease is 
_ by using our friendly “force attack” 

- method. 

- © He had a big mouth anyways, so don’t 

- feel bad when you loot him for everything 

- he owned. 


ENEMY HP XP 
Captain Dennis 137 7,300 


ITEMS 
N/A 


(Note: Captain Dennis is also part of the 
Limited Wish quest, under the “More 
Adventure” heading). 







HIDEOUT MAP 

















ie cil Fe a ae enn sete geet FP 
wm VET EL) CH Chapter Two Enemies: Minimal 
Quest: Renfeld’s Quest Treasure: Minimal 
How Do!Getit: Rescue Renfeld from ambush XP: Nice! 


02 The Harpers Hideout 


e Somewhere in chapter two (when you’re 
switching in between map areas), you'll be 
ambushed by a group of thugs who hap- 
pen to have a Harper named Renfeld in 
their possession. Kick their arses, then 
agree to bring Renfeld to the Harper 
Hideout (Galvarey Estate, Docks District). 
When you show up at the door, Rylock will 
thank you, and you'll get 14,550XP. 

e When you bump into Xzar, he'll tell you 


how to break into the Harper base. Return 


to Rylock, and he’ll say that the only way to 


get inside is by eliminating Prebek and his 
minions. La la la... go kill Prebek. Return to 
Rylock once more and you’ve got yourself 
an “in” to the Harper Hideout. 

e Once inside, get the Harper Amulet, then 
get to the upper level and retrieve the 
Harper Bird (get 20,o000XP). Return it to 
Xzar and the quest is complete, and you'll 
get 30,500XP for each character! 





HEY ITEMS TO ACQUIRE 
Mate age 


v 


Note: You'll also ind assorted potions 
and scrolls littered throughout the Harper 
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INETET Ce Chapter Two : Enemies: N/A 
Quest: WEla(elths iets ailerere cs) Treasure: N/A 
How Do!Getit: Various (see modules) XP: N/A 


01 Government District Ola 


¢ Believe it or not, you never actually have | AW eaViieh cial | ae ’ Class: Cleric 

to come to the Government District even @ pile and you’ll save her from being : Alignment: Neutral Evil 
once during the regular game. We're not —s_: Fa Ye rede csea cn ize) (ce flita ale HP: 75 AC: 6 
saying that you shouldn't come, we're just: | {ACER el calieut z-uridiee gelieiaiirs * Bamix : 
saying that you don’t have to. As such, itis : mite feel eee cus we BB INT: 16 
probably a good idea tocome here when-: (iti Vielen cen cen eile _ DEX: 19 WIS: 18 
ever you getthe chance andexplore the =: | \ifniry etter cilrsje-wuiewic-| ec ees | ames CON: 8 CHA: 14 
area, talk to the various government * all. Bring her inif you're sick ofallthe § Jy, bas ipa eas 


weasels, and pickup anewparty member : (hrta(arygircee (re) urea la co la scree 
or two. Just for good measure, we Say. 


e On the other end of the spectrum, you : i : 

could spend some Serious coinage while Olb yew vari ie 

youre here. If you’ve got 5,000GP to spare: | 7 es 

and you’re sick of having those ridiculous | | etl EUN eck SiC eral “ >» Class: Illusionist/Thief 
Cowled Wizards popinevery time you cast | | ieeeits cistern y 6 “4 Alignment: Chaotic Neutral 
a Haste spell, why not stop off at the : approaches in the middle of the court- - HP: 51 AC: 6 
Council of Six Building and talk with a yard. As for his use, we would have liked | pees a 
Corneil. When you do, he’ll say that you = him more ifhesimplythrewturnipsat = @ STR: 9 INT: 16 
can purchase a “Magic Casting License” enemies instead of making those fancy . _ DEX: 17 WIS: 14 
that allows you to cast any sort of magic = schmancy crancy bolts... er, whatever I CON: 15 CHA: 10 
(in town) without repercussions fromthe =| ails ggatecICTeR ato Vea tees aac Ua Doherty. Ho 
goofy Cowled Wizards. It’s nice if you’re Bill | | WCsC CMe sie (ag ¢elel ii fe Ls 

Gates, but otherwise, it’s asimply outof ; 

reach. 








ee 


wr ee et tage... 
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Enemies: ~ Very, very tough, lost of unique bosses 


| PVETL ELC Chapter Two i 
veel BS Various (see modules) Treasure: Zounds! 
-"° HowDolGetit: Various (see modules) XP: Zounds! 


01 The Slave Lords 


e You'll find the entrance to the Slave 
Lords’ hideout in the southeast corner of 
the Temple District. 

e One of the few “high-level” encounters in 
the game, messing with the Slave Lords is 
as rewarding as it is difficult. It’s also prob- 
ably the best scripted and most interesting 
of all the battles in the game. Only attempt 
this fight if your characters are of very high 
level, and if you know how to deal with 
multiple mage encounters. 

e Our best advice is to go in with a surplus 
of potions, spells, and whatever other type 
of goodies you think will help enhance 
your characters offense/defense ratings. If 
all goes well, you'll take out the mages 
with Spell Sequencers and then only be left 
with the brutes (i.e. Rasmussen and 
Maferan). If things go awry, well... just 
don’t let things go awry, ok? 

e There is no place in BG2 where you can 
get this much treasure in one area. Trust 
us, this battle is worth every last tear and 
cry of frustration! 


Sion 46 6,000 
Ketta 90 8,500 
Maferan 152 6,000 
Koshi 90 9,000 


Stalman 90 8,000 
Olaf Rassmusen 152 


Note: While stumbling around in the Slave 
Lord’s compound, search every last little nook 
and cranny for some lesser rewards. Items like 
gems and scrolls are scattered EVERYWHERE. 
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Juest for ul ic) Gem § . |®) Tamor the Hatchetman 106 8,000 


e¢ Somewhere in chapter two, you’ll be : Draug Fea 99 7,000 
stopped by a messenger who wants your — : Rengaard 90 3,000 
party to talk with Quayle (inside the Circus: Zorl 78 2,000 


Tent at Waukeen’s Promenade). When you ©: Gallchobhair 85 7,200 
do, Quayle will tell you to go seek Raelis - |#) Gaius 59 4,000 


Shai in the basement of the Five Flagons 


e Talk with Raelis, and she’ll tell you of 03 Mekraths Dun con 


Mekrath, and the Portal Gem that he’s : © Work your way through the dungeon, 
stolen from her. It’s time to head for the ; whack Mekrath, and grab the Portal Gem 
sewers underneath the Temple District. : from atop the altar. Beware of the traps! If 
e The only real point of interest in the sew- : you want, you can get Haer Dalis’ in your 
ers is the group of brigands attempting to = party before returning to see Raelis Shai. 
control the flow of trespassers through the; 

sewers. They'll attempt to collect a toll : ENEMY 

from your party, at which point you : Mekrath 

should... well, you know what to do. | 


02a 


Haer Dalis’ will only be available to your Class: Blade 
party AFTER you kill Mekrath (or if you Alignment: Chaotic Neutral 
get his special mirror). When you do HP: 6 AC: 

either of these two things, simply return sa oF 

to Haer Dalis’ and the curse will be lifted. STR: 17 INT: 15 
(Note: To get Mekrath’s Mirror, simply a) > ey, WIS: 13 

run down to the sewers and track down CON: 9 CHA: 16 

the Mephit who currently holds it. He’s 

only there if you accept Mekrath’s offer.) 


Wyvern's Tal io | 
Small Shield +2 















The Astral Prison 


(Continued from the Mekrath’s Dungeon) 


* When you return to see Raelis (in the 
basement of the Five Flagons Inn), you'll 
have the option to take this quest further 
by agreeing to help her with the interplanar 
mumbo-jumbo that she and Haer Dalis’ 
keep blathering about. When she does the 
little ritual, a portal will open and the 
bounty hunters will take both Raelis and 
Haer Dalis’ hostage. It’s up to you whether 
or not you want to follow them in... 

® Once inside, you'll need to work your way 
to the Master of Thralls (going east) and 
get the Mastery Orb. Bring it back down to 
the flaming pot-thingy and throw it in. 
Poof! The Warden’s minions will now turn 
on the Warden and weaken him for you. 
Granted, you'll still have to kill them any- 
ways (they’re all hostile). 

* Don’t worry about falling in one of the 
many pit traps scattered about. You can 
simply bolt for the exit and return to the 
surface immediately if you wish. 

e Make sure to pick the place clean before 
finally heading for the prison cell to release 
your comrades. When you do, each charac- 
ter will get 44,500XP and a free ticket 
home for completing this quest. 





es 


rof Thralls 


Master of Thralls 54 16,000 


The Pixie Prick 40 1,400 
The Warden 70 10,000 


ed 


Warder’s body 
Star Sapphire x3 Warden’s body _ 
Emerald x2 Warden's body © 


04 Cult of the Unseeing Eye : 


e In the center of the Temple District, you’ll 
be treated to a small cutscene. Afterward, 
one of the three priests will approach your 
party (depending on your alignment). After 
the conversation, go to the appropriate 
temple and learn of the Cult of the 
Unseeing Eye. 

e When you head for the sewers (under the 
Temple District), you'll meet Keldorn near 
the tunnel that was previously too dark to 
enter. 

e When you first enter the dungeon, work 
your way past the traps, down to the left, 
until you meet up with Gaal. You'll need to 
get past several monster ambushes to do 
so. Chat with him and you’ll get access to 


\ an 
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If you do this quest, getting Keldorn in 
your party is as easy as simply asking 
him to join. You'll find him at the very 
beginning of the tunnel that leads to the 
Cult of the Unseeing Eye. If you’re look- 
ing for a well-rounded character who 
also happens to be a member of the 
Radiant Heart, then by all means we rec- 
ommend adding Keldorn. 


Trap! 


Entrance to the Cult Domain 


the cult, at which point you need to head 
back for the tunnel where you started and 
enter the cult itself. 

e Talk with Sassar, let him know what | 
you’re doing, and he’ll send you over to the _ 
Rift Dungeon. 

e At this point, you either explore the main 
area of this dungeon, or head over to the 
Stairs and head down to the Rift Dungeon. 
(Note: There are quite a few small trea- 

sures hidden within the private quarters of p 
the cult members. You can easily waltz right 
into their rooms and take everything they 
own right out from under them. They’re 

blind, after all! Also, you’ll notice that the 
Shade Lich resides inside the northern end 
of the cult. Don’t mess with him yet, as he 

is part of a later quest that we cover in just 


a few pages.) 


Class: Inquisitor 
Alignment: Lawful Good 
HP: 118 P.\ Ota) 

STR: 17 INT: 12 

1) > Ce) WIS: 16 


CON: 17 CHA: 18 No... It can’t be! 











Ettercaps and traps in the same room? 
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*From the Cult of 
the Unseeing Eye 


05 The Rift Dungeon : 


(Continued from the Cult of the Unseeing Eye) 


* Upon entrance to the dark, dank Rift 
Dungeon, you'll want to search the face of 
the statue to find a small cache of gems. 
Note that you’ll be ambushed by monsters 
that spawn in when you do so. Work your 
way down the path to the right, past the 
Gibberling ambush, and into the horde of 
undead beasties that await your tasty 
flesh. Ok, so they don’t eat your flesh — 
we’ve been watching waaay too many zom- 
die movies lately. 

* Moving on, you'll encounter a bridge that 
requires you to answer three rather cryptic 
hehe.. get it, “cryptic?”) questions. When 
you answer all three correctly, the bridge 
will extend and you'll be able to pass over 
to the next area. We’ve included the 
answers for those readers who are having 
a bit of trouble decoding these riddles. 

@ Life 

© Time 

© Current One 

* You'll get 42,250XP for completing the 
Dridge puzzle. As soon as you cross the 
Sridge, you'll be ambushed by (count ’em) 





Oo 


Bridge Puzzle 
Traps! 


FIVE Beholders! It’s nothing short of incred- 
ibly frustrating, but it can be done with a 
good mix of hit and run techniques. 

e Next, you'll fight the Empathic 
Manifestation, who you may only kill by 
casting a heal spell. It doesn’t matter what 
kind, so long as it actually cures HPs. If you 
don’t have any heal spells memorized, grab 
the scrolls from the small container to the 
north of the Manifestation and use ’em. 

e When the Manifestation falls, talk with 
the Avatar, and after a long conversation, 
you'll receive the first Rift Device Part. 
Return to Sassar with the first part, and 
he’ll tell you of a contact named Tad who 
stands by the pit inside the cult. Go to Tad, 
and give the password “The eye is blind.” 
When you do, he’ll open up a secret pas- 
sage that leads to Ghoul Town. Down into 
the depths you go... 


DUNGEON 



























-_From Ghoul Town 













Ghoul Town 


(Continued from the Rift Dungeon) 
e Upon entrance, you'll be ransacked by a 
small group of undead beasties. Work 
through ’em, then approach Thesha! and 
ask him about the passage to the Lower 


Reaches. The Ghoul Lord Theshal has 48HP, 


and you'll get 650XP for defeating him. 

¢ There’s an optional Lich battle to the 
north of here, where you'll find a pair of 
gauntlets in the pile of bones to the north. 
e Pass over the bridge to the north, and 
enter the Lower reaches. Search the Lower 
Reaches methodically, making sure to hit 
each one of the four main rooms through- 
out. Get the second Rift Device Part, and 
assemble the parts to make the complete 
rod. You’ll get 26,250XP. Immediately fol- 
lowing the completion of the rod, the 
Unseeing Eye (grand beholder) will attack 
your party. Make sure to hit him with the 
Rift Device first, then follow up with your 


_Theshal 


_Connected 








Blind 
Priest Pe 
Ambush . 








To the Cult of the 
Unseeing Eye 





standard attacks. You'll get 30,000XP for 
defeating the Unseeing Eye. 

e Bring the depleted Rift Device back to the 
Avatar, and you'll get 47,250XP, and the 
Saving Grace +3. But it’s not over yet, 
there’s still more! 

e Return to the appropriate temple 
(depending on your alignment), and 
receive 45,750XP per character. You'll also 
get the Ardulia’s Fall +4. Woohoo! 


TOWN MAP 





REACHES 





Reaches 


HEY ITEMS 
TO ACQUIRE 
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Available: Chapter Two Enemies: It’s the damn Demilich! 
Quest: Kangaxx the Demilich Treasure: One really nice item 
How Do! Get it: See below XP: Lots! 


Kangaxx the Demilich 


* = quest is a tough one, mainly 
because you’ll be required to kill the three 
toughest Liches on this side of the Sword 
Coast (actually, four if you count the 
Demilich). Don’t say we didn’t warn you! 

e The first Lich is found in the basement of 
the Cult of the Unseeing Eye (we detailed 
his exact position just a few pages ago if 
you’re having trouble finding him). Open 
up the tomb and you’ll release the Shade 
Lich. He’s quite tough, although beatable 
with powerful magic weapons and/or high- 
level spells. Defeat him to earn the Gelden 
Arms & Legs. 

e The second Lich is in the basement of 
one of the small houses in the Bridge 
District. It’s in the southern part of town, 
right alongside the water. Head to the cel- 
lar, and you’ll find the tomb of the second 
Lich, the Elemental Lich. He’s also very 
tough, although if you defeated the first 
Lich, you’ll more than likely take this one 
out as well. Grab the Gelden Torso from 
the tomb and head for the Docks District. 


e The final Lich, Kangaxx, is found in the 
cellar of a house in the Docks District. It’s 
located on the lower rung of houses, right 
in the middle. The door is locked, so you’ll 
need to have an adept Thief pick the lock 
before gaining entrance. Work your way 
past the Minotaurs before descending to 
the cellar. Look familiar? It should, as it’s 
the very same tomb where both the Shade 
Lich and Elemental Lich were imprisoned. 
e Present the various body parts to 
Kangaxx, and he will assemble himself into 
a Lich. When you defeat his first form, he 
will transform into a Demilich and really 
start to wreck shop! When you defeat the 
Demilich, the quest is complete and you’ll 
get 50,000XP, and a Ring of Gaxx, which 
is most likely the best ring in the game. 


ENEMY HP XP___—ITEMS 


Shade Lich 110 22,000 Golden Arms & Legs 
Kangaxx 126 N/A N/A 


Elemental Lich 110 22,000 Golden Torso 
Kangaxx 
the Demilich 50 50,000 Ring of Gaxx 


‘The ante way ts vdefeat Kanganx | is to let am rise. 
out of his tomb, then prepare your characters. Aid. 

~ get them into position (while he’s still blue). once 
you're: ready, pause the game.and have everyone. 

- “force attack” Kangaxx simultaneously. This won 
“help you much with the Demilich, but it should ~ 
a ou yak the firs rst bays nee unscathed. o 


~ Baldur's Gate 





PET CL Ce Anytime Enemies: N/A 
Quest: _ Cromwell the Blacksmith Treasure: Some really sweet items! 
How Do!Getit: Talk with Cromwell (in the Docks Dist.) XP: N/A ; 


Cromwell the Blacksmith (and his goodies) 


e While really not a quest per se, it does kinda require you to fulfill quests beforehand. You 

see, Cromwell merely makes specially enchanted items from your already existing parts. ~% es 

He’s like the classic example of a smithy Dwarf, making legendary blades and armor from — : PAL SS ; 
otherwise useless trinkets. Mee 


MAGICAL ITEM 


Ankheg Shell +5,000GP nkheg Plate Mai 
Black Dragon Scales +5,000GP k Dragon Mail a - 
Red Dragon Scales +5,000GP Red Dragon Mail | = . 
Hilt, Blade, & Pommel Gem ooGP Equalizer Sword _ ee : 

Silver Blade, Silver Hilt +7,500GP Vorpal Sword 

Gesen Shaft, Gesen String +7,500GP Gesen Bow +2 

Wave Shaft, Wave Head +7,500GP Wave Halberd +4 


Gauntlets of Ogre Power, Hammer 
of Thunderbolts, Girdle of Frost 
Giant Strength, Special TBolt Scroll Crom Faeyr +4 


+10,000GP 


Hurry up over there, will ya! 


a 
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Sahuagin Ambush 


Door Switch 


Halfling Ambush 
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PVETI EL) Ch Chapter Two Enemies: Very t 


Quest: The Cowled Wizards: Planar Sphere Treasure: Lots! 
How Do! Getit: Get Valygar, then talk with Tolgerias XP: Lots! 


: : @ When you arrive in the Furnace Room, 
0] Planar Sohere : place all three lumps of coal that you’ve 
: acquired into each of the respective fur- 
e First and foremost, you'll need to have - naces. This will give power to the Golem 
Valygar in order for this quest to begin. So =: machine, and enable you to place both the 
if you don’t have him in your group, you - Golem Arm and Head into the proper 
can’t do this quest. Simple! - receptacles. When you do so, the Guardian 
e After you let him into your party, return to : Golem will spawn in and take out the Elder 
the Government District and talk to - Orb that guards the entrance to the 
Tolgerias (inside the Council of the Six ; Navigation Room. 
Building). He’ll make some jerky remarks 
and then warp away. You can now head for 
the Planar Sphere in the northwest corner 
of the Slums District. 
e When you enter, you’ll first want to head 
to the left and beat up on the Golems that 
reside there. When the coast is clear, 
search the room and grab the Planar Key. 


e Click on the small switch in the center 
room, and you'll unlock the main door that 
leads to the inner areas within the Planar 
Sphere. Chat with Reyna, and continue 
north to take out the Sahuagin that reside he = 

there. Head southwest, andthenthrough : ss 

the main passage and into the hall filled __ The Planar Sphere can be found in the 
with Darksun Halflings. : northwest corner of the Slums District. 




















e Before you head to the Navigation Room, 

complete the puzzle with the four runes. 

Just follow the order we have listed on our 

map and youre set to go. You'll get 

24,500XP for doing so. ) ae ; 
e When you enter the Navigation Room, & 0 PE, To the : 
you'll square off with Lavok himself. When : Planar Spher 
he falls, you’ll converse, and then get the 

very rare, and very powerful Ring of 

Actuity. Search the rest of the navigation 

area for goodies before heading back to 

the very beginning of the Planar Prison. 

You'll need to exit, at which point you'll 

find you’re in a whole new land... 
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When you put all of the parts in the 
machine, the Guardian Golem awakens. 
And this Golem doesn’t mess around! 
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e When you exit the sphere you'll be in the 
Demon Outerworld, on another plane. Your 
goal here is simple —just locate a Tanar’ri a 
kill it. Take it’s heart, and then return to the 
Safety of the sphere. 

Note: There are several Tanar’ri in the area, 
but you only need to kill one. There is also 
a boss in the center of the area, named 
Lea'liyl. lf you kill him, you’ll get 16,000XP. 
Whichever path you choose, acquire a 
Demon Heart, and you can return to the 


sphere and get this quest over with. 
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¢ You'll need to run back to the area where 
you completed the rune puzzle, and pass 
through the door and descend the stairs 
into the Power Core area. Once below 
deck, you'll come face to face with 
Tolgerias and his group of Cowled Wizards. 
You'll get 28,000XP for defeating him, at 
which point you can move forward through 
either the the fire or ice route to enter the 
Power Core itself. 

e When you arrive in the Power Core, 
whack the Golems and make sure to grab 
the loot in the far northeast corner of the 
map. Trust us! When you're ready, place the 
Demon Heart into the main centerpiece 
thingy (whatever it is), and it will begin to 
shake, rattle, and roll. When the planar 
jump is made, you'll get 45,500XP. You 
may now return to the entrance and exit 
back to the Slums of Athlatka... 
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e Once you have access to the Thieves 
Guild, you’ll be able to go to the top floor 
and talk with Renal Bloodscalp. When you 
do, he’ll give you the quest to infiltrate 
Mae’Var’s guild, and he'll give you a set of 


Transfer Papers. You need to present 


these to Gorch (the storekeeper in 
Mae’Var’s guild), or you won’t 
gain access to the guild. 


t be able to 





















e Renal will grant you full authority to kill 
Mae’Var upon delivery of the Letter. But 
when you return to the guild, you'll find 
some added hostility as the rest of the 
guild members turn hostile. Make your way 
to Mae’Var, and eliminate him. When you 
return to Renal Bloodscalp (for the last 
time —thank god!), you’ll get 45,500XP per 
character, 10,500GP, and the § Sh ord 
of Backstabbing +3. Now that’s what we 
call “KA-CHING!” 





oli . 







- Note: When all is said and done, return to 
- Mae’Var’s guild and search it thoroughly, 

- as there is an abundance of smaller trea- 

- sures to find. Make absolutely certain to 

_ visit the thieves training room and earn 

- 39,500XP and find 8s0GP for unlocking all 
- the various doors! You'll also find an abun- 
- dance of gems, potions, and some decent 

- equipment including: Short Sword +2, 

| Buckler +1, and Studded Leather Armor 


Enemies: 
Treasure: 


e Present the papers to Gorch, and he’Il let 
you pass through the secret door that 
leads to the Thieves Guild. Head for the 
basement and meet up with Mae’ Var. Your 
first quest from Mae’Var is to sneak into 
the Talos Temple and snatch the Amulet 
worn by the Weathermistress. Just jog 
down to the Temple District, enter the 
Temple of Talos, and grab the Necklace of 
Talos from the drawer (you'll get 20,o00XP 
for doing so). The Weathermistress should 
be sleeping, so there is little risk of getting 
caught red-handed. Once you have it, 
return to Mae’ Var and he’ll send you 
upstairs to meet Edwin. 

e He’ll send you on a quest to kill Rayic 
Gethras, who lives in a house just a few 
hundred feet from Mae’ Var’s guild (it’s 
right next door to the Harpers Hideout). 
Upon entrance to Rayic’s home, you’ll be 
bamboozled by a kindly mixture of 
Mephits. Take care of ’em, then head 
upstairs to fight the two Golems. 


Class: Conjurer 
Alignment: Lawful Evil 
HP: 58 AC: 10 
STR: 10 INT: 18 
DEX:10 \. WIS: 10 
CON: 16 #©CHA: 10 


Refer to page #98 
for more info 


ENEMY HP XP ITEMS 


Mae’Var 40 14,000 769GP 
Shadow Armor +3 


+1. More icing on the cake! 





- @ When you return to Edwin, you'll get a 
: second quest which requires you to find 
and kill Marcus (at the Sea’s Bounty 

- Tavern). As an alternative to killing him, 
; you may either bribe him, or intimidate 


him. We’d suggest either of these methods 


- over the first one. Return with Edwin’s 

: Documents, and you'll receive 10,000XP. 

- @ Your final quest is from Mae’Var, and he’ll 
- send out to killa man named Embarl at the 
- Sea’s Bounty Tavern. When you find 


Embarl, you’re better off just letting him go 


? once he gives you his dagger. Return to 
; Mae’Var, and present him with Embart’s 


Dagger to complete the final quest. 


: e When you return to Edwin, you’ll have the 
- chance to take yet one more quest and get 


him in your group. Break into Mae’Var’s 


: bedroom (see the screenshot to the right), 
: and use Mae’Var’s 

: access to Mae’Var’s 
: the Boots of Stealth. When you’re ready, 


Strongbox Key to gain 
s Letter. You'll also find 


return to Renal Bloodscalp and present him 


: Mae’Var’s Letter. 




















































How Do | Get it: 


e Inside the Drow city of Ust’ Natha, Taso 
Kala will approach the you and demand 
that you help exterminate a renegade sect 
of Ghaundahar worshippers. When you 
accept, go to the southeastern corner of 
town and eliminate the creatures. 
Unfortunately, when you turn to the priest- 
ess for a reward, you will get nothing. What 
a pity... arrogant Drow! 


| Ghuandahar Priest (female) 110 10,000 
| Relonar 32 4,000 


| Green Slime x4 


section of the city who’s more than willing 
to sell you his lot of slaves. If you choose 
to buy them (unequipped for 500GP, or 
fully equipped for 1,500GP), you’ll have 
two options (one evil, and one good): 


Option | 
Tell them that you bought them for target 
practice. Enjoyable, but very harsh and 
cruel. 


ption 

Buy them weapons and tell them to go to 
the front gate and escape on their own. 
You'll get 7,500XP and gain 1 reputation 
point for doing it this ve 















e You'll find a slave trader in the northwest 





: (and a few items). 


Enemies: 
Treasure: 
XP: 


The Monster Arena 


e Talk with Szordrin inside the tavern, and 
you'll have the option to take part in their 
custom-made fighting arena. Basically, 
each time you talk with him you'll get the 
chance to fight a new monster, for a total 
of four monsters. Each time you success- 
fully defeat a monster, you'll be rewarded 
with a higher amount of gold as your 
reward. Check the chart below for HP, XP, 
and GP per fight. 


MONSTER TYPE HP XP 


Umber Hulk 000 250 
Nabassu 65 16,000 500 


Sahaugin prince 72 2,000 750 
Beholder 95 14,000 1,000 





e After you crush the final Beholder, 
Szordrin will be amazed, and he tells you 
that there are no more monsters to fight. 
So other than pounding on some extra 
monsters, there are no special secrets, 
rewards, or extra XP. 













The Ouel Pit 
e Much like the Monster Arena, the Duel Pit 
is only different because you'll be fighting 
humanoids instead of monsters. Talk with 
the Duel Manager and you'll learn that 
there are four separate avengers up for the 
challenge. The first one is Lesaonar, who is 
an insanely tough Drow warrior with an 
ungodly amount of HPs. Just check out the 
screen below if you don’t believe us... 
e There are four challengers altogether, 
each rewarding a separate amount of XP 


De eee Se 
Conan did 16 damage to Lasaonar 
Conan did 16 damage to Lasaonar 
Conan did 16 damage to Lasaonar 
Conan did 22 damage 16 Lasaonar 
Conan did 21 damage to Lasaonar - 
Conan did 22 damage to Lasaonar — 
Conan did 20 damage to Lasaonar 
Conan did 16 damage to Lasaonar ... 
Conan did 22 damage to Lasaonar 
Conan did 23 damage to Lasaonar 
Conan did 16 damage to Lasaonar 
Conan did 23 damage to LasaOnar _ 
Conan- Critical Hit , 
Conan did 38 damage to Lasaonar 


Conan did 18 damage to Lasaonar - 
Conan did 19 — to Lasaonar 


: e After completing most of the major 
: quests down in the city of Ust’ Natha, you’ll 
- be greeted by a merchant named Visaj. 

: After a long story, you’ll have the option to 

: purchase a Gilded Repe for 1,000GP. When 
- he prompts you for payment, simply tell 

' him: “Actually, how about you hand over 

- the rope and | won’t kill you... and we’ll call 
- it even.” This way, you'll still get the rope 

- without having to pay for it. 

- e With the rope you may enter Drush’s 

- Tower, and defeat the mighty Lich Deirex, 

- who resides therein. Right as you are 

- about to begin battle however, you’ll be 

- warped into Jarlaxle’s abode. 

- e Listen to Jarlaxle’s offer, and know that 

- there is really no way to refuse (he'll reveal 
: your true identity if you don’t help him). 

: Return to Deirex, kill him, and loot the 

- area. Make sure to get the Lich’s Tooth, 














Wardstone before : 





: going for Deirex’s Gem. When you give : 
: Deirex’s Gem back to lade he’ll thank 
: you and let you know that you can now 
: loot both Drush’s Tower and House Jae’llat. | 


ENEMY 


Rilloa jae’llat_ 90 8,000 
ish’Tar Jae’llat_129 14,000 
Hindra Jae’llat_ 105 16,000 


Deirex the Lich 123 22,000 

items: Jae’llat Wardstone, Lich’s Tooth 
Drush’s Tower N/A N/A 

(Items: 1128GP, Ring of Clumsiness, 
Crossbow of Affliction) 










- e Inside the Tethyr Forest, talk with Coran, 
: and help him rescue Safana from the 

- Wolfweres. Accept his quest, and follow 

- him east. When you encounter the 

: Wolfweres, Lanfear will will Safana and 

- you'll have to help Coran defeat her and 

- her pack of hungry Wolfweres. 

- e You'll have the option to attack Coran as 
' well, but you don’t have to. 





LIMITED EDITION 


fei 2 Tedder esd sos is ie A 


In Baldur’s Gate ll, there are four characters 
who you may develop a lasting romance 
with. They are, Aerie, Jaheira, Viconia, and 
some cuteboy stud named Anomen. What 
you do to get the romance going is fairly 
complex, and involves lots of complex Note: This entire section only pertains to 


actions, and reactions. Note that these those of you with the special “Limited | 
events will happen at random intervals Edition” of Baldur’s Gate II. Those of you.. 
throughout the game, which is why who don’t have the limited edition, well... 
we just boiled it all down to a few we guess you'll just have to do without 
as eee this stuff. These are some GREAT items 
that are not to be overlooked! Well, most 
of them anyway... 
e Basically, the only difference between 
the standard edition (SE) and the limited 
edition (LE) is that the LE will have two 
extra shopkeepers who will be spawned 
into the game. Each of them has ten 
totally exclusive, wickedly rare, ridicu- 
lously expensive items for your perusal. 
No one’s telling you that you have to buy 
them, hence their extremely high price. 


(You'll find him in the CopperCoronet) 





+3 Staff, can cast one 


bonus 5th and 6th +2 Morning Star, 50% <——e_ 

level spell, +10 resis- | chance per hit of drain- 

tance to fire and cold ing most powerful veers 
spell 


+3 Wakizashi, drains 

two points of WIS per +3 Spear, gives +8 to 
hit (sucking their per- © maximum HP 

sonality into the blade) © 





on, your! need ane Ja hi 


noe famed Meronia will appear and 
heira will show up. and requé 


fut with her, When you do, you ca sisi ones alleges Whee 


+3 Ninja-to, gives the — resistance to slashing, — 


cking Galvary and her fee i OL ene hy QUES 9 teowee =Monk anextra attack piercing, blunt damage — 
: Srna: ee ~=oper round, poisons vic- wer mn 
tim (Wow!) +3 Two-handed Sword, sa 





- +1 cold damage, 25% 
+5 Sling, this doesn’t | chance of confusing 
need ammo, it creates opponent per hit 
+1 Sling bullets 








+3 Battle Axe, +1 to 
+2 Mace, +5 against CHA and WIS . | 
demonic/fell creatures 


(You'll find her in the Adventurer’s Mart) 


+2 Long Sword, +10% 
+2 to hit/damage, +1 — to lore, +10% magic 


Bache a rt te 3 , >, ONE to AC, memorize extra resistance 


° 1st, 2nd, 3rd, and qth 
Niconia level Mage spells +3 Halberd, +1 to STR, 


—2 to WIS and INT 


This item pushes all © +20 Set Snare, +20 
enemies away, and _ hide, +20 move 
confuses them if they — silently 
don’t save vs magic 

+5 HP, +2 to CHA, per- 
Gives +1 to AC, cast manent Protection 
Simulacrum once From Evil. 
per day 

Lowers casting time by 

+2 Full Plate Mail,+4 4, sets AC to 5, gives 


Pertsier #] to HP, +1 to CHA +10 magic 


resistance 
; ig +3 Medium Shield, 
Anomen seek . reflects Beholder rays ~ 
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This appendix covers all 16 of the available NPCs in BG2. Here, you'll find a little background info, a brief explanation of where and when to find these 
stical breakdown. Go forth and conquer! 


characters, and a quick stati 


Class: Mage/Thief 
Race: Human 
Alignment: Neutral Good 
HP: 57 AC: 6 

STR: 9 INT: 17 
DEX: 18 WIS: 11 
CON: 16 CHA: 16 


Our Rating: 


Refer to page #16 for more info 


Minse (& Boo!) 


Class: Ranger 

Race: Human 
Alignment: Neutral Good 
HP: 69 AC: 8 

STR: 18/93 INT: 8 
DEX: 16 WIS: 6 
CON: 16 tae) 


Our Rating: * 


Refer to page #16 for more info 


Class: Fighter/Druid 
Race: Half-Elf 
Alignment: True Neutral 
HP: 51 AC: 7 

STR: 15 INT: 10 
DEX: 17 WIS: 14 
CON: 17 CHA: 15 


Our Rating: 


Refer to page #16 for more info 


Class: Bounty Hunter 
Race: Human 
Alignment: True Neutral 
HP: 38 AC: 4 

STR: 17 INT: 13 
DEX: 18 WIS: 10 
0) Ege) CHA: 14 


Our Rating: 


Refer to page #21 for more info 


Comments 

In BG2, Imoen has been toned down quite a bit 
from her former annoying self, and we think you'll 
find her to be one of the all-around most useful 
NPCs in the game. Studying the arts of magic (while 
still remaining an AWESOME thief), Imoen has 
come a long way since her days in Candlekeep. 


Location 

You'll find Imoen automatically in Chapter One, at 
the very beginning of the game in Irenicus’ 
Dungeon. There is no way to miss her! 

Special Equipment 


e None 


Comments 

Minsc believes that his hamster, Boo, is none other 
than a Miniature Giant Space Hamster who talks to him 
and serves as his supposedly more intelligent mentor. 
Ummm... yeah, ok Minsc. Aside from his goofiness, 
Minsc is one of the best NPCs in the game, period. 


Location 

You'll find Minsc trapped inside of a cell in Chapter 
One, at the very beginning of the game in Irenicus’ 
Dungeon. To get Minsc, insult him until gets angry 
enough to break from his cage. 

Special Equipment 

e Boo, which is more than enough “special equip- 

ment” for anyone! 


Comments 

Jaheira is feisty, most of the time bitter, and very 

rarely has any compliments to give to anyone. The 
bottom line though, is that Jaheira is a no-non- 

sense butt kicking Druid who definitely knows the 

ways of battle. Pick her up if you like girls who give 

you lip... 
Location ; 
Jaheira an be found trapped inside of a holding cell fi 
right next to Minsc in Chapter One, inside Irenicus’ 
Dungeon. You’ll need to find the key to her holding 
cell only a few rooms away, near the Golem. 
Special Equipment 


e None 


Fa 


se 
7 
“There’s a hole in 
mother earth...” 


Comments 

Wandering from land to land, Yoshimo makes a liv- 
ing for himself by working for those with the coin to 
pay him. Beware, however, for he has had the 
opportunity to make more than a few contacts 
amongst the Amnish underworld. 


Location 

Yoshimo can also be found in Chapter One, inside 
Irenicus’ Dungeon, but only after you pass through 
the first portal and enter the second dungeon. He'll 
stop you automatically and ask if he may join your 
group. It’s up to you whether or not you trust him... 
Special Equipment 


e Yoshimo’s Katana +1 


“1 can also dance on the 
head of a pin if you wish!” 





“1 won't let my 
friends be hurt!” 


Righteousness 
shall prevail!” 


“An later I’ll split ya open. 
Haha!” 


Comments 

Aerie is a member of the winged elf race known as 
the Avariel. Aerie, however, was captured at a 
young age and lost her wings as a result of her 
trauma. She knows little of the world outside of 
the circus, but is a good person at heart, and well- 


versed in the ways of magic by her mentor, Quayle. 


Location 

You'll find Aerie in Chapter One, inside the circus 
tent in Waukeen’s Promenade. You'll have to 
return her to her true form (by giving her sword 
back) before she joins your party. 

Special Equipment 


e None 


Comments 

Nalia is a member of the privileged class, with her 
father being a Duke who rules from the family’s 
keep in the Amnish wildlands. She is an intelligent 
young woman who learns quickly and is a skilled 
mage. Bearing an uncanny resemblance to Drew 
Barrymore (hi Drew!), we think Nalia is nothing 
more than a fresh lil’ hotty with an attitude. 


Location 

You’ll find Nalia in Chapter Two, inside the Copper 
Coronet. Accept her quest and you’ll have the 
option to let her into your party. 

Special Equipment 

e De’Arnise Signet Ring 


Comments 

lt is Anomen’s most fervent desire to prove himself 
through his adventures and one day pass his Test 
to become a full knight in the Order... but, if any- 
thing, his own judgmental attitudes and puritan 
arrogance are what hold him back. 


Location 

You’ll find Anomen in Chapter Two, hanging out 
inside the Copper Coronet. If you’re a good- 
aligned party, then you should have little trouble 
adding him to your party. 

Special Equipment 

e Delryn Family Shield 


Comments 

Korgan Bloodaxe is a self-concerned adventurer 
with quite the violent streak. He has a long history 
of poor relations with his fellow party members, 
often resulting in bloodshed. As such, we’d advise 
that you think long and hard before adding him to 
your group. Unless, of course, you’re evil. 


Location 

You'll find Korgan in Chapter Two, inside the 
Copper Coronet. Most of the time, he can be 
found drowning his misfortunes in a few flagons 
of Mead. 

Special Equipment 


e None 


Class: Cleric / Mage 
Race: Elf 

Alignment: Lawful Good 
HP: 42 AC: 7 

STR: 10 INT: 16 

1) > Cy, WIS: 16 
ae], ie) CHA: 14 


Our Rating: 3 


Class: Mage/Thief 
Race: Human 
Alignment: Neutral Good 
HP: 57 AC: 6 

STR: 14 INT: 17 

1) > CE} WIS: 9 
CON: 16 CHA: 13 


Our Rating: Yo 


Class: Fighter/Cleric 
Race: Human 
Alignment: Lawful Neutral 
HP: 101 AC: 2 

STR: 18/52 INT: 10 

1) > CT) WIS: 12 
CON: 16 CHA: 13 


Our Rating: * 


Class: Berserker 

Race: Dwarf 
Alignment: Chaotic Evil 
HP: 138 AC: 2 


STR: 18/77 INT: 12 


DEX: 15 Se) 
CON: 19 CHA: 7 


Our Rating: 9 


: ¥ 








Class: Cleric 
Race: Drow 
Alignment: Neutral Evil 
AC: 6 

INT: 16 
WIS: 18 
CHA: 14 


HP: 72 

STR: 10 
1) > Ce Te) 
CON: 8 


Our Rating: 


—— 


fees 


Class: Illusionist /Thief 
Race: Gnome 
Alignment: Chaotic Neutral 


HP: 51 
STR: 9 
1h) > Cy 
CON: 15 


Our Rating: 


an Pe ©. 


AC:6 | 
INT: 16 
WIS: 14 
CHA: 10 


Class: Stalker 


Race: Human 
Alignment: Neutral Good 


HP; 112 
STR: 17 
1) > GEE} 
CON: 16 


Our Rating: 


p.\ ty 

INT: 10 
WIS: 11 
CHA: 10 


Pike 
i 
F 


Class: Inquisitor 


Race: Human 


Alignment: Lawful Good 


HP: 118 
STR: 17 
1) > Ee) 

CON: 17 


Our Rating: 


LX ee) 

INT: 12 
WIS: 16 
CHA: 18 


Comments 

Viconia is an outcast from her Underdark home- 
land, having fled the city of Menzoberranzan for the 
surface as a victim of vicious Drow politics. Viconia 
has problems with other people on the surface, as 
most would kill her on sight purely out of principle. 
Regardless of her past, you have to admit that 
she’s pretty darn hot, eh? 


Location 

You'll find Viconia in Chapter Two, being held at the 
stake inside the Government District. Save her, and 
she’ll give the option to join your party. 

Special Equipment 


| “Trust is for the foolish... 
e None 


and the dead.” 


Comments 

An inventor by trade, Jan has both made and lost 
several fortunes as adventurer, turnip salesman, and 
sorcerer’s lackey. Jan is an odd one indeed, and we’re 
sure he’ll be a favorite amongst BG2’ers out there! 
We'll admit that he never got along with us though... 


Location 

You'll find Jan in Chapter Two, selling turnips in the 
Government District. 

Special Equipment 

e Jansen Adventurer Wear 

e Jansen Techno-Gloves 

e Jansen Spectroscopes 


‘You know, this reminds me 
e Flasher Launcher, + special ammo 


of that time way back.” 


Comments 

It is Valygar’s magical ancestors who eventually 
brought the family to financial ruin and no small 
amount of grief, and the ranger has spent his life 
trying to live down his family’s past, bitter and pos- 
sessed of a hatred of magic. With Valygar in your 
party, your up for some real adventure, we Say. 


Location 

You’ll find Valygar in Chapter Two, tucked away 
inside his cabin in the Umar Hills. He’ll join your 
party with little trouble. : 
Special Equipment ete | 
e Corthala Family Armor 

e Corthala Family Blade +2 


“Involve me in any filthy magic and 
| swear there will be hell to pay.” 


Comments 

We view Keldorn as the Sir Lancelot of Baldur’s 
Gate Il— choosing to uphold the laws of truth from 
the battlefield, instead of a meeting room. Get him 
in your group at all costs, as he /s the true meaning 
of the raw deal! Our favorite NPC! 


Location 

You'll find Keldorn in Chapter Two, right after 
accepting the Cult of the Unseeing Eye quest in the 
Temple District. If you accept his offer, he’ll join 
your party and you'll be on your way. 

Special Equipment 

e Hallowed Redeemer 


“| pledge my service, and 
e Firecam Full-Plate Armor 


my life if need be.” 





Comments 

Haer Dalis’ is a rarity in the fact that he has the 

blood of a fiend within his ancestry, giving him an Class: Blade 
unusual appearance and an aura that makes bietin Tolan 
“orimes” (dwellers of the Prime Material Plane) eas s ‘We 7 
nervous. He’s definitely mysterious... Alignment: Chaotic Neutral 4 
Location HP: 65 AC: 7 

You'll find Haer Dalis’ in Chapter Two, tucked away UL HEY, INT: 15 

in the back room of Mekrath’s Tower. You need to > yg WIS: 13 

first kill Mekrath and release the spell on Haer CON: 9 CHA: 16 

Dalis’ in order to get him in your party. 


Special Equipment Our Rating: 


“Fate beckons us all...” e Entropy +2 
e Chaos Blade +2 


Comments rowin Ud 
There’s not much to say about Edwin other than : oe 
the fact that he’s a jerk, plain and simple. Most of Class: Conjurer 
you who played the original BG should remember Rises bison 
this. But then again, if you’re evil, he’ll be your ie : 
best darn friend in all of Faerun! Alignment: Lawful Evil 
Location HP: 58 AC: 10 
Edwin is on the top floor Mae’ Var’s Guildhall (in STR: 10 INT: 18 
the Docks District), in Chapter Two. After complet- 1) > Cele) WIS: 10 
ing a series of small quests that you'll get from rele) Pet A CHA: 10 
Edwin and Mae’ Var, you’ll get the chance to let 

Edwin into your group. Wow, | feel privileged. Our Rating: 

Special Equipment 


plot to overthrow you.” e None Refer to page #93 for more infc 


ef mm 


VVUUUII 


Comments 

Cernd is a high-ranking druid from a grove to the 

south of Amn, in the land of Tethyr. Older and Class: Shapeshifter 
experienced, as well as careful in both thought ae eee 
and deed, Cernd has often been called on to per- ee ) 
form missions on behalf of his grove. Find him, Alignment: True Neutral 
and you will be part of one... HP: 80 AC: 9 


Location STR: 13 INT: 12 

Find Cernd in Chapter Two, trapped inside of a jail 1) > Ee) WIS: 18 
cell in Mayor Logan’s dungeon (in Trademeet). CON: 13 CHA: 15 
Only by getting permission from Logan may you 

take Cernd in your group. Cola t lait 


“A bird in hand gathers no Special Equipment : 
moss, or some such.” e Staff of the High Forest © Cloak of the High Forest 


Comments 

Mazzy is the nearest thing to a paladin that a 
halfling can aspire to. She is a Truesword in the Class: Fighter 
service of the halfling goddess of war, Avoreen, 


and both her valiance and honor are unques- Race: Halfling 
tioned. Nice hair, by the way. Alignment: Lawful Good 


Location HP: 110 AC: 1 
You'll find Mazzy locked up inside of a small STR:15  —_—=*INT: 10 
prison cell inside the Shade Lord’s Dungeon, in 1) > Gees WIS: 13 
the Temple Ruins. You’ll need to kill the Shadow rele) Pet CHA: 14 
Jailor and get his key before you can release her. ) 
— . _4 Special Equipment Our Rating: 
“In Arvoreen’s name, it ¢ Sword of Avoreen 
WILL be done.” e Bow of Avoreen 


Note: NPC HPs may vary depending on where and when you actually add them to your party. The ones listed above are meant to merely give you an idea. 
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_ Abjuration are protective magics, 








WIZARD SPELLS Eom a 


When asked about mages in AD&D, the most frequently asked 
question is usually something like, “Which mage school is the 
most powerful?” To be honest, we don’t have an answer. Power is 
relative. You can have a powerful Necromancer, just as you can 
have a powerful Invoker. It all depends on exactly how you want 
to play your mage. If you’re looking for the Diablo-esque power 
mage who can just bash his way through anything and every- 
thing, then you’re going to want a mage who can learn 
Invocation/Evocation spells. But if you’d rather be more crafty 
and set up lots of illusions to confuse your enemies, think about 


The Eight Schools of Magic 


Most of the spells that deal with | very restrictive, Necromancy deals 
_ with death and restoration. 


| Unfortunately, there aren’t very 


: 
2 
# 
: 


_ most of them are mid and high level 
_ specialized spells. many Necromancy spells in the 
game (only 15!) 
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Alteration | "Divination (D) 
Divination is the most limited of all 
all eight schools, mainly dealing 
with utility type magics. There are 
only EIGHT Divination spells in BG2. 


Alteration is a versatile school, with 
all sorts of spells that change the 
current condition of an already exist- 
ing thing, creature, or condition. 





_ Conjuration usually brings items The Illusionist is the master of all 
_ from elsewhere, while Summoning things deceiving, often playing with 
- actually calls forth a being ofsome the senses and minds of others. | 
_ sort from another plane. ; Itlusionary magics are very | 
powerful in BG2. | 
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_ Invocation and Evocation are the spells 
_ that most people imagine when they 
_ think of AD&D and magery. You’ve got 


_ Enchantment/Charm (E/C) 


| Enchantment/Charm spells are some 





someone with Illusion/Phantasm spells. Make sure to use this 
chart to plan and see what you'll be able to learn with your spe- 
cific mage, and which ones you won't be able to learn (because of 
your opposition school). 


If you’re really not sure even after reading this entire section, your — 
best bet is to just stick with the standard mage who can learn all 
the spells. Youll be more than happy with a good jack-of-all- 
trades, trust us. 





Number of Spells 
For Each School 





Abjuration: 34 















_ your Fireball, your Lightning Bolt, and Alteration: 23 
other such wickedly destructive mag- — Conjuration: 38 
ics. Above all, make absolutely certain ee ee ee eee 
that you don’t pick a spell school with Necromanc : ? 
Invocation / Evocation as its opposition WNT 8 
school. lilusion: 14 
sa sais Invocation: 28 
(Note: In case you were wondering, the Enchantment: 45 


opposition school that CANNOT learn 


I/E spells is Enchantment/Charm). ae 
Just remember that any specialist 


mage can learn any spell in the 
game as long as it is NOT from his 
opposition school. Check page #9 
for the complete breakdown on 
Mages, their opposition schools, 
and all of the individual class kits. 


of the most powerful in the game, 
often changing the qualities of an item, 
person, or creature. There are so very 


few Enchantment/Charm spells in BG2. 


Did you know? 0° 203% 2 s02'| ‘coos 2°2 -2°, defensive icons are blue, and information spell icons are white. This applies to both mages and priests. 


M ‘ For the most part, the mage spells in BG2 are pretty self-explanatory. If the name of the spell is 
velect Wizard opells: In Depth something like “Sleep,” you can pretty much guess what it will do. Only the select few require 


any further analyzation. So without further ado, we present a few of our favorites! 


/E 


Level 1 Mage Spell : 


- e When you actually get to a level high 

- enough to scribe this spell (level 16), you'll 

- be in heaven. The Simulacrum comes in at 

- 60% of your HP, and at 60% of your overall 

: level. So if you’re at max level (17), you'll be 

: able to summon a fully functional level 10 

- mage! (Note: Your Simulacrum will always 

: have the same spell setup that you currently 
' have, only being limited by his level.) 


e Without a doubt, Magic Missile gets our 
vote for the best spell in the game. We 
realize that you think it’s quite simple at . 
its core, and it really doesn’t do much but 
inflict 1D4+1 damage. What you’re forget- 
ting is how many times this spell will save 
your ass, whether it be to interrupt a mage 
with its instantaneous casting power, or 
simply because at level nine you know you 
will hit with at least 15-20 points of dam- 
age. What some people don’t realize is 
that very high level mages (with Rings of 
Wizardry) can have in upwards of 10-12 
level one mage spells. If all of those are 


set to Magic Missile, that’s a whole heck of : 


a lot of damage ready to go! 








You can always tell a Simulacrum by the light 
blue color to the body (the one on the right). 


Level 8 Mage Spell 


Level 8 Mage Spell 


- @ Spell Trigger is one of those spells that 

- doesn’t do anything by itself, but when com- 

- bined with spells such as Magic Missile, or 

: Lightning Bolt, it starts to get scary... and fast. 
- With this spell in your repertoire, your mage 

- becomes a mobile magic unit who’s capable 

- of dealing out some serious damage. You can 
- sequence any combination of three spells 

- that you want—whether it be offensive or 

: defensive—it doesn’t matter. Remember that 

- you can only sequence spells that are of 

- SIXTH level or lower. — 


: (Note: One important thing to remember with 
_ Spell Trigger is that you can only sequence 
_ spells that are of sixth level or lower). 











em WIZARD SPELLS ee: 
Select Wizard Spells: In-Depth | 


| 
SHIELD e We had a pretty good feeling that the majority of gamers will have little trouble using 90% of the spells | 
in BG2. But when we asked ourselves about that other 10%, we felt that it needed some clarification. In 

| 


the chart below, you'll see every shield spell in the game, along with every spell darelimerclaln 9) -¥-1,.4n (ol axe |i} e<1)) | 
it. Because there are so many variations and wacky shield combinations, it may look complex at first, but “4 


TECHNIQUES stick with and eventually you'll learn to love it! 


Shields/Enhancements Dispel Magics/Breakers | = 
LEVEL PROTECTIVE SPELL DISPEL MAGIC | | 





















Invisibility /Improved Invis Detect Illusion (only on standard Invisibility), Oracle 


ibility» _ Detect Invisibility, 
ee Spell Thrust, Secret Word, Pierce Magic, Ruby Ray of Reversal, Pierce Shield 


— 
Protection from the Elements» 
Improved Mantle ————_—_________»- Breach 


9 Spell Trap ——________________»> Ruby Ray of Reversal, Pierce Shield 


e After studying this chart long and hard, you’ll come to the conclusion that there are four key “breaker” spells that your mage should 
always have memorized. They are: Dispel Magic, Breach, True Sight, and Ruby Ray of Reversal. With these four spells, you will be able 
to dispel any sort of magical shields or protective abilities that your enemies are using. Game on! 3 


(Note: The ninth level spell “Spellstrike” will dispel any one of these protective magics on the chart. The problem is that it’s a level 
nine, spell, and that you cannot scribe it even if you hit the level (aso) | 


Monster / Creature/Elemental Summoning 


All Mage Spells (ConjurationSsummoning) 
¢ Although Bioware tweaked down the Monster Summoning quite a bit since the first install- 
ment of Baldur’s Gate, it still remains as one of the most powerful elements in BG2. Not 
because the monsters themselves are so ridiculously strong, but because of the cheap tactics 
you can get away with while using them. 

° One thing to note is that you'll only be able to control FIVE monsters at any one given time. 
This includes any combination of elementals, monsters, or animals. In the original BG you 





could simply overwhelm enemies with a few wands of monster summoning, but now you'll 
need to use clever tactics to stay ahead. Example #1: Break out the Wizard Eye and have it 
explore along with your monsters, making them a somewhat risk-free scouting party. Example _  & oa 
#2: You can also use your monsters to clog up doorways in dungeons, thereby granting your ee 
mages the necessary time to ready up their massive offensive spells. Now this is what we call a’ scouting party! 
¢ The possibilities are endless, especially so with the wide variety of situations in BG2. Go monsters! Go monsters! Go maneherc! 




















For the most part, priest spells work exactly like mage spells—they __ level up, instead of by scribing the material to their spellbook. 


have casting times, ranges, and even belong to certain spell What does this mean to you? No hassle with searching for spell 
schools. The first primary difference is the fact that the Cleric, scrolls to scribe, and no extra expenses for actually buying the 
DY aUl(e Parclaem t-lar-<-)amelo)aleamer-\\cir-lahvmc) el-ve-llp2-le(elamesle)(a sm Om uII-L Co scrolls themselves. 

like the mage does. So in other words, you can’t have a 

NYexel cola t-laler) an @i (2) a(ommte) arcla mm lant.e).<-) an DIgUilomm (olUMelc-laamanlU (cam [Uljm-ze And as for the eternal question: “Who is tougher, mages or cler- 
with what they get, and that’s the end of it. The second major dif- ics?” Well, we won’t even go there. Even though *cough* mages 
ference is that clerics, druids, and rangers all acquire spells at *cough* totally overwhelm everyone inthe game... @ 


M ° Players tend to think that because clerics deal primarily with healing and restoration magics, 
velect Priest opells: In Uepth they usually have little to offer in the ways of powerful offensive magic. Oh how wrong they are! 


Cure spells are definitely the cleric’s mainstay, but juct check out some of their offensive spells! 


Curing / Healing Spells 


e Any and all cure spells are the life and blood of a cleric. Without them, he is really noth- 
ing more than a cool-looking guy with a hammer. For the most part, the cleric’s main roll 
is to heal, and keep healing until all of his party members can return to battle. When 
characters are finally healed is when he can resort to other such spells with a more offen- 
sive attitude. 

© Don’t be afraid to put almost ALL of your memorized cleric spells to curing and restora- 
tion spells. For the first half of the game, this is almost essential to your success. 

e Mass Cure is one of our favorite “oh crap everyone’s dying” spells. It’s fast, and it hits 
everyone in your party without taking the time to stop and pick one specific character. 
Sometimes, it even helps to just have two clerics repeatedly cast the spell to stay ahead 
of the damage being dealt to your front line fighters. You’ll get a better feel for it once 
you use a few times. 





Look at that shine! And it couldn’t ever be 
done without the help of a cleric (or druid)! 


Raising Dead / Resurrection 


¢ Raise Dead is basically a very low level revive spell, allowing you to revive one of your 
lost party members with minimal HP gained. On the other end of the spectrum, you’ve 
got Resurrection, which both revives a character AND completely refills his HP. In battle, 
it’s critical to have those extra HP when you’re revived, especially when you’re practically 
naked and you need to sift through all that gear laying on the ground below. 

¢ Some of you are probably wondering how long it will be until you get you cleric up toa 
high enough level to use these spells, right? Well, it won’t take you too long. Unlike 
mages, your cleircs learn their spells upon level up. Rock on! 





Note: It’s important to remember that Raise Dead and Resurrection are only good if your 
character does not get “chunked” during combat. If one of your party members does get 
chunked, you can just kiss him goodbye forever as there is no chance of reviving him. 
There is of course, the good ol’ reload icon. @ 


Offensive Magics / Attack Spells 


Offensively, priest spells aren’t quite as powerful as mage spells (in general). But notice 
that’s in general. There are a few priest specific spells that really rock the house when it 
comes to raw damage potential. 

e Fire Storm (level 7) is an absolute monster (for a cleric), dishing out almost as much 
damage as the mage spell, Meteor Storm (level 9). Lets take a closer look: 


Believe it or not, that little pile of stuff will 
soon be a fully resurrected character! 


Meteor Storm (mage spell): does anywhere from 4-40 damage for four rounds, as long as 
the target stays in its field of destruction. This is solid damage! 

Fire Storm (cleric spell): does 2D8 +1 point for every level of the caster, and also lasts for 
four rounds. Potentially, this spell could do 37 (16 +21) points of damage per round! 





¢ So as you can see, it’s not THAT much crappier than the level nine Meteor Storm spell! _ Fire Storm can make short work of anything 
Navel dali tceedal WAe)at cm el-tell item) clan] e) (Melt me) me loy4-1 613) in its wake. Just check out the coverage! 












WIZARD 
OPELLD 


Critical Spells: r+) 4 & 


Burning Hands 


A handy little fire spell that 
does very little damage at low 
levels, but gets better as you 

go higher (it gains two points 
of damage per level). 













Color Spray 


This spell usually renders low 
level creatures unconscious, 
but rarely effects high level 
ones. Be careful as you can hit 
your own party members... 





















Shocking Grasp 


Another moderate damaging 
close range spell (doing 1-10 
points of damage). Good for 
low level mages, but not 

much else. 


Larloch’s Minor Drain 


This spell drains your target 
by 1-4 HP, and returns the 
damage to the caster. It Is 
# possible to go above your 
maximum HP with this spell. 


Chill Touch 


iB This spell deals out 1-8 points 
of damage, and it also forces 
B the target’s THACO to incur a 
-2 penalty when it connects. 
Offense and defense baby! 


identify 


§ An absolute essential spell to 
complete BG2, unless you 
plan on spending some seri- 
ous cash to identify all those 
magic items you find. 






































Infravision 


Unfortunately, we found this 
spell to be completely useless 
in BG2. Maybe it would work 
better if it offered a light 
radius like in Diablo? 









Magic Missile 


Another absolutely essential 
™ spell, Magic Missile is one of 
the few magical energy spells 
B that seems to work on even 

= the toughest of enemies. 


Shield 


This spell sets the caster’s AC 
to 4 against normal weapons, 
and 2 against missile 

® weapons. This is very useful 

# for low-level mages. 






Chromatic Orb 


At seventh level (when this 
spell is maximized), it does 2- 
16 points of damage, and par- 
alyzes the target for two turns. 
im Again, it’s useful at low levels. 








B This is like a watered down 
version of Mirror Image, but it 
works. Try to stick with Mirror 





@ When used, this spell makes 
the caster look more impres- 


works against low-level mon- 


i Awesome against Nabassus or 



















































Reflected Image 

























Image if you can (as it offers 
more images per your level). 


















sive than he actually is. It 






Ssters. 


Blindness 


Like it sounds, this spell will 
temporarily blind your target. 
if it hits, it will raise its AC by 
4, and lower its “to attack 
roll” by 4. 











Protection from Evil 








other such demonic creatures, 
this spell is critical during all 
parts of the game. 





Strangely enough, we didn’t 
encounter a single enemy who 
has a flesh to stone effect. 
Traps on the other hand... 


This spell is very low level, 
and only lowers your AC to 6. 
lf you're already below that 
(which most of you are), don’t 
even waste your time. 


Grease 


This one explodes like a 
Cloudkilll spell, but instead of 
damaging your targets, it sim- 


i ply slows them down. Great 
i for use with Archers. 


Find Familiar 


One of the cooler (and more 
complex) spells in the game, 
check our sidebar on the 


| Wizard page of the character 
i creation section. 


Charm Person 


Overall, one of the most use- 
ful spells when you encounter 
problems in town. It’s a critical 
spell to complete certain 
quests with ease. 


Like the name sounds, this 
spell puts targets to sleep. 
Note that it only works with 
very low level monsters, which 
makes it somewhat useless. 












Friends 


This spell grants the caster 
2D4 of CHA points to his abili- 
ty score (temporarily). Use it 

before you talk to a merchant 
to get better prices. 






Critical Spells: yy J = 


The Knock spell unlocks 
doors, chests, and magically 
sealed containers. It’s really 
only useful if you don’t have 
any thieves in your party. 


Strength 


If your character has below 18 
STR, then this spell will raise 
inm up to 18/50. If not, then it 
will actually lower it! Keep 
track! 





Vocalize 


This spell is useful when one 
of your spellcasters has been 
silenced, since it doesn’t actu- 
ally work if the caster himself 
has been silenced... 


Ghoul Touch 


This spell works much like a 
Hold Person Spell, except you 
have to be up close and per- 


| sonal for it to take effect. 


Useful spell! 


Horror 


The main problem with Horror 
is that most players don’t want 


B to make enemies run away in 


fear. Especially since it only 
works on crap-weasels... 


Know Alignment 


This spell is absolutely use- 
less, It’s fun if you’re particu- 
larly suspicious of someone 
you're talking with, but 
otherwise... 


Detect Invisibility 


For low-level mages, this spell 
is critical. If there are any hid- 
den or invisible creatures 
nearby, this will dispel all of 
the effects. 


Aganazzar’s Scorcher 
It has a long cast rate, but it 


m does do some decent damage 


(3-18 points of damage). You'll 
use it in the beginning of the 
game, and not much after. 





Web only works when you 
cast it into a room that is oth- 
erwise unexplored. If the tar- 
gets get stuck, why not rip it 
up with a Fireball afterward? 


Stinking Cloud 


We found this spell to be useful 
when used in conjunction with 
the Animate Dead spell (since 


= the skeletons are impervious to 


the cloud’s effects). 





B Blur reduces the mage’s AC by 


3, no matter what your current 


AC happens to be. This is one 
of our favorite simple defen- 
sive spells. 





Cast this spell on an enemy 


m ful casting rate by 50%. Great for 


i cast this on your thief, and 


1 penalties... saweeeet! 


I At levels 12 and higher, you 


§ which is why this spell is actu- 


Unfortunately, this only works 


# on Gibberlings if you want, or 


B this spell hits for initial dam- 


E/C Or so we’re told 


§ The opposite of Haste, use 


those speedy characters that 








Deafness 






spellcaster to lower his success- 


hose darned Cowled Wiz... er, 















Invisibility 
Did you know that you can 


then have him backstab as 
ormal? He will receive ne 


























Mirror Image 





will receive 8 reflections when 
you cast this spell. Each 
mage will absorb one hit 




















Fear effects are common, 


ally worth keeping on one or 
two of your party members at 
all times (when in battle). 


Power Word Sleep 


on character with fewer than 20 
HP. So... lets see, you can use it 


Melf’s Acid Arrow 


age, and then follows up with 
two more hits for the next two 
turns. It works wonders as a 
spellcaster disruption tool! 


Glitterdust 


Glitterdust is like an area- 
effect version of Blind, caus- 
ing enemies suffer -4 to their 
attack rolls and AC. We like 
this spell for its simplicity. 


Ray of Enfeeblement 


If this spell hits, it reduces the 
target’s STR ability to 5. 
Effective for specialized situa- 
tions or against enemies with 
crappy saving throws. 


While there aren’t officially 
any “Luck” stats in the game, 
this spell can increase your 
success rate of certain skills. 


One of the most critical spells 
in the game, you'll probably 
find yourself using Haste even 
when you're outside of battle. 
Absolutely top-notch! 


Slow to knock the edge off 


just don’t give up. We like who 
one as a defensive spell. 





Skull Trap 


This spell is much like a Glyph of 
Warding because it stays until 
crossed by an enemy (or ally). It 
explodes for moderate damage 
in a 30-foot radius. 


Hold Undead 
This spell is much like Hold 


Person, except that it only 
works with Undead creatures. 


© We found it somewhat useful 


now and then. 


Vampiric Touch 


This spell maxxes out at 3-36 
points of damage for 12th 
level caster, which isn’t incred- 
ible, but definitely isn’t too 
scrubby, either. 









Detect Illusion 


This spell will get rid of any 
3rd level or lower Illusion / 
Phantasm spells. It takes care 
of things like Mirror Image, 

Invisibility, Non-detection, etc. 












Clairvoyance 


This spell will uncover an 
entire area, although the area 
will remain under the fog of 
war (unlike the Farsight spell). 
Very, very useful! 


Melf’s Minute Meteors 


Each meteor inflicts 1D4 of 
damage, and the caster gets 
one for each experience level 
attained (nice at level 17). 


Lightning Bolt 


At maximum level, it will do 
10D6 points of damage. It’s the 
one of the most effective spells 
in the game when combined 
with spells like Spell Trigger! 


Fireball 


Like Lightning Bolt, Fireball 
does 10D6 points of damage 
at maximum level. The only 
problem is that darn 

blast radius... 


Invisibility 10’ Radius 
Anyone within ten feet will be 
invisible following the success- 
ful casting of this spell. It’s very 
useful when you're in tight 
areas. 


Spell Thrust 


The important thing to 
remember with Spell Thrust is 


the fact that it will dispel all 
enhancement / protective 
magics of 5th level and lower. 





This will protect the caster from 
all forms of missile attacks, as 
long as it’s not magical in 
nature (like Magic Missile, or 
enchanted arrows of any type). 


Minor Spell Deflection 


® This spell is tricky, but for the 
most part it simply absorbs 
spells that are cast directly at 
the caster. 





Remove Magic 


Much like Dispel Magic, 
except it only works on ene- 
mies instead of both enemies 
and allies. Very useful! 


Non-Detection 


This spell is nice to cast on 
your thief right after you made 
him invisible. Basically, it pre- 
vents him from being 
detected. 





Protection from Cold 


~§ This spell absorbs 50% of all 


cold-based damage inflicted 
on the caster. Unfortunately, 
not many enemies use cold- 
based attacks. 


Protection from Fire 


Like Prot. from Cold, except 
this one absorbs 80% of all fire 
damage. In BG2, this is much 
more useful as it seems like 
enemies are always using fire. 


Dispel Magic 


lf some of your party members 
are enchanted by a Confusion 
or Emotion based spell, whip 
out some Dispel Magic action 
and free them of their trouble. 





Ghost Armor 


Ghost Armor gives the caster 

a fake set of plate armor, low- 
ering his/her AC to 2. Nice, 
but we say you should wait for 
Spirit Armor... 


Monster Summoning | 
Monster Summoning has been 


@ toned down in BGz2, only let- 


ting the player be in charge of 
five monsters at any one time. 


Flame Arrow 


At 15th level, this spell can 
deal out 5D6 (x3) points of 
damage. Although we never 
got it to work, that’s massive! 


Hold Person 


This spell basically does 
exactly what it says—it holds 
people. If you can stop one or 
two guys, it’s well worth the 
trouble of casting it. 








Dire Charm 


This spell works almost exact- 
ly like the standard Charm 
Person spell, except it has a 
greater success rate due to 
the saving throws. 


This spell can be used to 
effectively “lock-down” an 
enemy spellcaster, thereby 
preventing them from casting 
spells. 


This spell lets you turn into 




























a Just like Fireshield Red, except 
@ this one protects from cold 


B , we don’t like it as much as 
m Fireshield Red. 


Polymorph Other 


Use this on lower-level ene- 
mies and permanently morph 


them into something else. We 


used this spell very rarely 
if ever, 


Polymorph Self 





either a Gnoll, a Spider, an Ogre, 
or a Mustard Jelly. It’s nice, but if 
shapechanging is your thing, 

why not play a Druid. 









Stoneskin 


There is none better than 
Stoneskin when it comes to 
protecting your mage. There is, 
but you know what we mean. 
It’s simply an awesome spell! 


Teleport Field 


This spell is extremely useful 


@ when surprised, as you can 


cast it to randomly warp all of 
your enemies to other locations 
while you prepare for battle. 


Wizard Eye 


The ultimate in scouting spells, 
this spell is the next best thing 
to having a Familiar. It can’t 
attack or make witty com- 
ments, but it can see! 


Contagion 


if it connects, the Contagion 
spells will reduce your targets 


@ STR, CHA, and DEX by two 


points. 


Spirit Armor 


| The best of all the armor 


spells, this one lowers the AC 
down to 1, and also adds a +3 
bonus to save vs, magical 


Farsight 


Use this one to check out sus- 
picious areas on the map—it’s 
especially nice because you 
don’t need to have the area 
exposed for this spell to work. 


Minor Sequencer 


This spell will sequence two 
spells that are second level or 
lower, It’s a wicked spell for 
both low and high-level level 


me mages! 


ice Storm 


Ice Storm will deal out 2D8 
points of damage for four 
rounds, covering a 40-foot 
radius. It’s powerful, but very 
limited because of its range. 


Fire Shield (Red) 


7 Fireshield Red is one of the 


greatest spells around, offering 
both 50% fire resistance along 
with a shield that damages ene- 


i mies at close range. Wicked! 






Fire Shield (Blue) 






damage. Because cold is used 





Improved Invisibility 


Like it sounds, it’s basically 
“improved” only because the 
caster can attack while invisi- 
ble, whether it be magical or 
otherwise. 


Minor Globe of Invulnerability 


The important thing to 
remember about Minor Globe 
is that it blocks third-level 
spells and lower. 


Remove Curse 


Should you happen to stumble 
into one of the game’s many 
cursed items, this spell will 
help you take it off and rid 
yourself of its negative effects. 


Secret World 


This spell randomly dispels 
one eighth level (or lower) 
spell from the target. Useful, 
albeit very general. 





eS Cm ae 


Slightly better than MS |, this 
one summons 12HD of mon- 
sters instead of 8HD. Not bad, 
but MS Ill is better... 


Spider Spawn 


| This spell becomes useful 


when your mage hits 12th 
level, as it Summons a Sword 
Spider instead of the normal 


| Giant Spider. 


Confusion 


Like it sounds, this spell caus- 
es the target to become con- 
fused. Creatures with low WIS 
are more easily affected by 
this spell. 


Greater Malison 


Greater Malison essentially 
lowers all of the target’s saving 
throws by 4. This is a great 
spell to cast right before hitting 
a Death or Confusion spell. 





Emotion: Hopelessness 


If this spell connects, your 
enemies will simply drop to 
the floor and give up. We did- 
n’t use it much, though. 


Enchanted Weapon 


This spell summons forth a 
weapon that is +3, and 
whether it be axe, mace, long 
sword, or short sword is 
entirely up to the caster. 





Animate Dead 


Skeletons are very powerful in 
BG2 because they are immune 
to the psionic abilities of the 


| Mind Flayers. Get this spell as 


oon as possible! 







































Oracle 


The important thing to 
remember about Oracle is that 
it dispels all fifth level and 
lower Illusion/Phantasm 
spells. 


scrist 


: Phantom Blade 
The Phantom Blade is 

sword that your m 

wield like a st 


ma With an extra Donu 
Mee against undeac creature 


cloud, basically 
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s more explosive t 
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m range anda 
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complete 
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| best against fighters because of 
their crappy saving throws. 


Protection from Electricity 


Try casting this inside of a 
small, cramped dungeon in 
conjunction with your 
Lightning Bolt spell. 


Prot. from Normal Weapons 


Normal weapons means that 
you'll be protected from any- 
thing that is non-magical. 
Great for low level baddies. 


Conjure Lesser Air Elemental 


Just like it sounds, you'll cre- 
ate a Lesser Air Elemental. 


This spell is average at best. 


Conjure Lesser Earth Elemental 


Like the Air spell, but this one 
summons an Earth Elemental. 
Better than Air, but still 
mediocre. 


Conjure Lesser Fire Elemental 


The main problem with all the 
elemental spells is that you 
only get one, and they aren't 
that tough. 


Monster Summoning III 


The most powerful monster 
summoning that you'll get in 
BG2, this spell is one of the few 
essential spells in the game. 


Hold Monster 


Like the spell Hold Person, 
except this one works well on 
monsters instead of people. 
Helpful, although rarely need- 
ed. 


For all intensive purposes, this 
spell is exactly the same as 
the Confusion spell. Save 
yourself the money and buy a 
different scroll. 


Domination 


This spell enables the caster 
to control the actions of the 
affected, using them for what- 
ever purposes he wishes. We 
like this spell a lot... 


Feeblemind 


Cast this on an enemy mage 
to temporarily disable him 
from casting spells. Try using 
Greater Malison to increase 
your success rate first. 


Disintegrate 


Disintegrate will kill whatever it 
touches (if the save is failed). 
We noticed that this spell works 


i condition is met. Another excel- 


Flesh to Stone 


Like it sounds, this spell will 
turn a creature that is made of 
flesh into a stone statue. Very 
powerful indeed... 


scrizl 


Stone to Flesh 


This spell reverses the effects 
of Flesh to Stone. But unlike 
the original BG, you won’t find 
yourself needing it much. 


Essentially, this turns your 
wizard into a maniacal fighting 
machine for the duration of 
the spell. Useful in melee. 


improved Haste 


Like regular Haste, but it actu- 
ally doubles the number of 
attacks for the target. The 
major drawback is that it only 
works On one person. 


Death Spell 


This spell sounds powerful in 
theory, but it never seemed use- 
ful for the situation. Nine times 
out of ten, it never worked 
against boss creatures. 


True Seeing 


I This spell will dispel ALL 


lllusion/Phantasm magics 


= within a 20 foot radius of the 


caster. Find this scroll at all 
costs. 


Chain Lightning 


The nicest thing about Chain 


Lightning is that it does exact- 
ly what the name implies: it 
chains from one enemy to the 


Le next. Excellent! 


Contingency 


wl This spell is like a failsafe, letting 


you customize certain spells to 
automatically cast if a certain 


lent level six spell... 


Death Fog 


This spell is actually like a 
giant acid cloud, inflicting all 
sorts of massive damage to 


me those who are in its radius. 


Mislead 


This spell creates a non func- 
tioning body double of the cast- 
er, thereby misleading enemies 
into not knowing which body is 
real, and which is fake. 


Spell Deflection 


This spell will deflect any and 
all spells up to ten levels 
worth pf power, meaning that 
it will be gone if it deflects two 
level five spells (5 + 5 = 10). 


Globe of Invulnerability 


Like the Minor Globe, except 

this spell prevents any spells 

of fourth level and lower from 
entering the sphere. 


Pierce Magic 


This spell will cancel one spell 
that is of sixth level or lower, 
and it will also lower the 
magic resistance of the target 
by 1% per level. 


Prot. from Magic Energy 


This spell will reduce the dam- 
age from spell like Magic 
Missile by 50%, making it very 
useful indeed. 


Prot. from Magic Weapons 


“eg This spell grants total immuni- 


ty to all magic weapons. 
Unfortunately, it only lasts a 
short while (a few seconds). 


Invisible Stalker 


We like Invisible Stalkers 
because they are simple to 
control, very obedient, and also 
quite powerful. Get this spell 
and you'll thank us later... 


TT ee 
A Nishruu is only effective 
against an enemy mage, as it is 
completely immune to magic, 
and when it attacks, it actually 
drains memorized spells. 


Carrion Summons 
This spell summons enhanced 


| Carrion Crawlers, which just 


aren’t very useful in BG2. Skip 
this spell if you nee the space. 


Wyvern Call 


Just like it sounds, this spell 
summons forth a Wyvern. We 
found that while they seem 
cool, they’re really not that use- 
ful against tougher monsters. 


— Conjure Air Elemental 


This spell is like its little 
cousin, except that it sum- 
mons a standard elemental 


e instead of a Lesser one. 


Like Air, except this guy is 
Earth. Useful, but not as good 
as the Greater incarnations of 


this spell. 


Conjure Fire Elemental 


La la la... you guys know the 
deal with this one. It summons a 
big fiery demon that eats every- 


; one around. Actually, we're kid- 
i ding. 


Power Word Silence 


This spell is wicked because 
there is absolutely NO saving 
throw. If you cast it, your 


| enemy is silenced for three 
| rounds, period. 





This spell gets our “wackiest 
in the game” award, mainly 
because it does everything 
from healing your target to 
turning them into a squirrel! 


@ {his is one of the only spells 
in the game to get rid of those 
goofy Spell Traps the Liches 
always use. Very, VERY useful! 


Control Undead 


Almost like a Charm spell for 
undead creatures, we found 
quite a few uses for this spell 
| throughout the game. Get it, 
and you'll use it. 


Finger of Death 


Even if the creature makes the 
saving throw against death, 
this spell usually does about 
15 points of damage. 


Mordenkainen’s Sword 


When created, this sword 
damages as a +4 weapon, 
while still allowing the caster 
# to continue with other spells. 


Delayed Blast Fireball 


This Fireball acts like a Glyph 
of Warding and just sits until 
something crosses its path. 
= Great for certain situations. 


Spell Sequencer 


This spell allows the caster to 
sequence three spells of 
fourth level or lower. Great 
when used with Lightning 
Bolts! 


Projected Image 


This spell is almost like 
Simulacrum, except the caster 
can’t move once the image has 
been made. Only when it dies 
can he resume movement. 


Mass Invisibility 


# Just like it sounds, this spell will 
cover a 30-foot radius with the 
Improved Invisibility spell. This 
comes in handy when the whole 
party needs to stay stealthy. 


Protection from the Elements 


§ This spell protects against all 
elements, with a 75% resis- 
tance rate. It will also dispel 
all added effects from 
weapons. 


Spell Turning 


This spell will reflect 12 levels 
worth of spells before disap- 
pearing. Simply awesome for 
high-level, one on one mage 
battles. 


Khelben’s Warding Whip 


This spell will dispel one pro- 
tection spell (up to level 8) for 
three rounds, making it valu- 
able when mages have more 
than one spell activated. 


Mantle 


i This spell renders the caster 


completely immune to all 
weapons that are +3 or less. 
Its only downfall is that it lasts 
for only four rounds. 


Limited Wish 
So many options! So many 


goodies! Such a weirdo Djinni! 
You have to tinker with this 


® spell to believe it! 


Cacofiend 


@ {his spell summons a demon 


(like a Nabassu), so make sure 


#@ to put on Protection from Evil 


before casting it. If you don't... 
well, it will probably kill you. 


Power Word Stun 


One of our favorite spells because 
the effectiveness is scaled up 
according to the amount of HP for 
the monster your facing. More HP. 
= more stun time! 


Summon Djinni 


Just like it sounds, you can 
summon a Djinni to help you 
fight in battle. Unfortunately 
though, he won’t grant any 
wishes while he’s at it... 


Summon Efreeti 


Just like the spell above, except 
it will be an Efreeti instead of a 
Djinni. Efreeti’s are almost the 


F same except they have legs, and 


are fire based. 


Summon Hakeashar 


@ just like the spell Summon 


Nishruu, but ten times better. 


™ This guy is more powerful, has 


more HP, and is immune to 


Prismatic Spray 


The three best effects: Red- 20 
points of damage, Orange- 40 
points of damage, and Yellow - 
80 points of damage. Thisisa 


| great spell, so use it often! 


Abi-Dalzim’s Horrid Wilting 


‘gj This spell inflicts 1D8 worth of 


energy damage for every level 


#™ of the caster up to level 15. 


hat’s a whole lotta damage! 


Incendiary Cloud 


A huge Cloudkill-like spell 

that inflicts 1D4 points of 

damage per level of the cast- 
r, effecting enemies for every 
ound they stand in it. 


Spell Trigger 


This spell lets you sequence 
three level six (or lower) spells 
to be hit at one time. Our vote 


a for most useful (and enjoy- 
s able) spell in the game. 


Simulacrum 


B duplicate of the caster is cre- 


ated upon casting this spell, and 
the duplicate is fully functional 
with both spells and physical 


Pierce Shield 


This spell cancels one protec- 
tive spell of any level (includ- 
ing Spell Trap). It also reduces 
the magic resistance of the 
target by 10% +1% per level. 


Improved Mantle 


This spell renders the caster 
completely immune to all 
weapons that are +4 or less. 
Its only downfall is that it lasts 
for only four rounds. 


Protection from Energy 


This spell offers 75% resis- 
tance to almost every type of 
offensive spell in the game, 
excluding magical weapons. 


Power Word Blind 


Blind all enemies within a 10 


foot radius, making them 
practically helpless against 
our pressing attack. 


I This spell sends enemies into 


another dimension. The amount of 
time they remain mazed depends 


| on their INT score (with lower 


cores staying mazed longer). 


Summon Fiend 


This is a more powerful ver- 
sion of Cacofiend that sum- 
mons an even more powerful 
demon. Keep that Protection 


Symbol Death 


Like a Glyph of Warding, 
except this one affects every- 
one with the Death spell. Note 
hat it doesn’t work on things 


| with more than 60HP. 


Symbol Fear 


Just like Symbol Death, except 
this spell instills fear into the 
enemy instead of killing it. It 


# works more frequently, but 
| the effect isn’t as desirable. 


Symbol Stun 


: Our favorite of the three 


“Symbol” spells, this one works 
almost all the time, and lets you 


y and your party take pot shots 


hile the enemy stands frozen. 


This spell lets the caster turn 
into a Mind Flayer, Iron Golem, 
Giant Troll, Greater Wolfwere, 
or Fire & Ice Salamanders. 
Pretty self explanatory... 


Time Stop 


@ Ugh... the most frustrating piece 


of crap spell ever put into a 
game (when a Lich casts it), 
Time Stop does exactly as it 
sounds, for 30 seconds. 


Wail of the Banshee 


This spell causes all enemies 
to save vs. death or die 
@ instantly, but the effect does- 
ant hurt your allies. 


Black Blade of Disaster 


This is the most powerful 
phantom sword that the mage 
can Create, and it acts asa +5 
weapon. 


Chain Contingency 


Just like the Contingency spell, 

except this one lets you chain up 

to THREE spells individually set 
or different conditions! Thank 
od you can’t scribe this one... 


Meteor Swarm 


A simple spell that does 4-40 


points of damage to everyone 
in Its wake. There is no saving 


= throw, so some sort of dam- 


age is guaranteed. 


Spellstrike 


This is the single most power- 
ful dispel magic that exists, as 
it dispels ALL the target’s pro- 
tective magics at once. The 
best! 


Absolute Immunity 


This one should be called 
“Super Improved Mantle” as it 
protects the caster from all 
weapons that are +5 or less, 
but only lasts for four rounds. 


Freedom 


This is the spell to cast if one 
of your characters has been 
thrown into a Maze or 
Imprisonment spell. These 
scrolls are priceless! 


imprisonment 


Just like the Maze spell, except 
this one is PERMANENT. That’s 
right, if you get hit by it, you’re 
gone forever. The only way out 
is with a Freedom scroll. 


Spell Trap 


This spell should be called 
Cheesy Lich Shield (since they 
use it so much), and it absorbs 
30 levels of spell damage! The 
best protection money can buy! 


Power Word Kill 


This spell will instantly kill any 
creature who is of 60 HP or 
fewer. Best of all, there is NO 
saving throw! 


This spell summons a Pit 
Fiend, the most powerful 
demon in the game. Brutally 
wicked creature! 





wag Armor of Faith absorbs a cer- 


tain percentage of the damage 
intended for the bearer. At 
20th level, it will absorb 25% 
of the total damage received! 


Bless raises all of your attack 
rolls by one. The best part 
about Bless is that you can 
almost always have it memo- 
rized (because it’s level one). 


Command Word: Die 


This spell is not to be confused 
with the mage spell, Power 
Word Kill. This one puts the 
monster to sleep for one round 
instead of killing it. Neat! 


Cure Light Wounds 


Remember that Cure Light 
wounds only heals between 1- 
8 HP. Relatively low by itself, 
but nice when you have like 


9 ten of them. 


Detect Evil 


Use this spell to check and 
see if there are any evil crea- 
tures (or characters) nearby. 
This will give you the names 
of everyone in the area. 


Casting this spell on an enemy 
Th reduces all his rolls by -2, 
Pee including THACO and saving 
ge throws. 


Magical Stone 


This whizbang spell creates a 
magical pebble that does 1D4 


#98 points of damage. Incredible, 


simply incredible. 


Protection from Evil 


wan Useful against Nabassus or 

‘wm other such demonic creatures, 
a we Still like the big brother 
(10’ Radius) a bit better for 
most situations. 


Remove Fear 
This spell raises the recipi- 


@ ent’s morale, preventing him 


from being affected by Fear so 


aig everyone, and may only cast 


healing or restoration based 
spells. No offense allowed! 


=. 


Shillelagh 


This goofy spell makes a 
magic hammer that pounds 
Clay Golems into oblivion. It 
does 2D4+1 damage. 


Everyone under the Aid spell 
gets +1 to all of their attack 
rolls, plus an additional 8HP 
added to their maximum. 


Barkskin 


This spell is even nicer than 
the mage’s armor spells 
because it actually gets better 
with the increased level of the 
caster. It starts at base AC6. 


‘qm All attack, damage, and saving 


throw rolls are increased by 
one when this spell is cast. 
Also, the enemies’ respective 
rolls are reduced! 


Draw Upon Holy Might 


mag >| R, DEX, and CON are all 


increased by one point per 
level of the caster. Like most 
priest spells, this one only 


: wee gets better! 


Find Traps 
This spell works exactly the 


+m same as if you were using the 


thieves’ Detect Traps ability. 


Sead The only difference is that this 


spell has a 100% success rate. 


Flame Blade 


+f: This spell was one of our 


favorite ways to keep those 


"fa pesky Trolls from returning 


back from the dead. Fire in the 


Hold Person 


This spell basically does 

exactly what it says it does—it 
holds people. With characters 
who have good saving throws, 


—_ don’t even waste your time. 


Know Alignment 


am A neat spell in theory, but never 


used much in the game itself. It 
does exactly as it sounds, by 
letting you know the alignment 
of those around you. 


Resist Fire and Cold 
This spell reduces all fire and 


@ cold damage by 50%, essen- 


tially casting two level three 
mage spells for the price of 
one. 


Silence 15’ Radius 


wom (his spell will prevent all 
ram spellcasters in the area from 
@ casting any Spells if they are 


caught in the 15-foot radius. 


Slow Poison 


Just like it sounds, this spell 
slows the effects when your 
character has been poisoned. 
It’s the nest best thing to neu- 


gens tralizing it altogether. 


Spiritual Hammer 


This spell calls forth a super- 
enhanced hammer that can be 
used as anormal weapon, and 
can receive +3 to attack and 
+3 to hit at 13th level. 


Skeletons are very powerful in 
BG2 because they are immune 
to the psionic abilities of the 
Mind Flayers. Get this spell as 
soon as possible! 


Cure Disease 


This spell not only cures dis- 
ease, but it cures blindness, 
and deafness as well. A very 
useful spell when fighting 


meee those dirty dungeon creatures. 


Cure Medium Wounds 


A more powerful incarnation of 
Cure Light Wounds, this spell 
cures 14 HP per cast. One or 
two of these should get you 


name back into working order. 


Dispel Magic 


If some of your party members 
are enchanted by a Confusion 
or Emotion based spell, whip 
out some Dispel Magic action 
and free them of their trouble. 


Glyph of Warding 
The Glyph of Warding deals 


ia out from 1-4 points of damage 


per level of the caster to who- 
ever runs into it. 


Holy Smite 


eam Any evil enemies in the area 


suffer 1-4 points of damage for 
every level of the caster (with a 
save for half). A nice spell 
when you're level ten or so. 


Invisibility Purge 


Much like the mage spell 
Detect Invisibility, except this 
one also dispels all 
Sanctuaried characters as 
well. 


Miscast Magic 


Hit an enemy mage with this 


m spell and he’s looking at an 


80% chance of failing to cast 
his next spell. An excellent 
interrupt attack! 


Protection from Fire 


This spell absorbs 80% of all 
fire damage. In BGa, this is 


4 ym very useful as it seems like 


enemies are always using fire 
attacks in one way or another. 


Remove Curse 


This spell works much like the 
mage spell because it 
removes any cursed items you 
may have accidentally 
equipped. 


Remove Paralysis 


me his Spell is the countermea- 


sure to any of the game’s par- 
alyzation effects. Simply cast 
it to dispel them. 


Rigid Thinking 
This spell induces a similar 
effect to Confusion, making | 
the target wander around aim- 
lessly attacking whatever it 
sees. 


Strength of One 


This spell sets everyone’s STR 


‘ = to 18/75, and it lasts for one 
@ turn (not round). This spell 


affects the whole party when 
cast. 


Unholy Blight 


“a4 |e opposite of Holy Smite, 
= a this spell inflicts good-aligned 
fa characters with 1-4 points of 


damage for every level of the 
caster (with a save for half). 


Zone of Sweet Air 


#4 An absolute essential spell, 
hg ZOSA removes any and all 
fa unwanted cloud-based effects 


in the area. Have this one 
memorized at all times! 


Animal Summoning | 


_-cam if you're lucky, you'll get three 
‘wma wolves or dogs to use as fod- 


der for enemy archers. They 
also work well to clog up 


Cause Serious Wounds 
The opposite of Cure Serious 


: Wounds, this spell inflicts 17 
points of damage to the tar- 


get. 


= vs. fear or suffer the effects. 


We never used this spell, ever. 


Cure Serious Wounds 


Cure Serious Wounds will heal 17 
HP upon being cast on one of 
your party members. This spell is 
especially nice when you get 
three or four of them memorized. 


Death Ward 


ae (his spell defends against all 


forms of Death magic includ- 


‘a ing: Finger of Death, 


Disintegrate, Power Word Kill, 
and the Death spell. 





Slay Living 
= Essentially, all affected by this] : This spell usually summons : mm his spell inflicts 2D6 + 9 dam- © BP eyed [his spell lets the caster 
~ we spell will gain +2 to their AC, : Be two or three Panthers or age, plus a death effect is the : Bang throwing a red-hot glowing 
m and it lasts for 10 rounds. Tigers. Every once in a while ; save is not made. The damage : i stone at the enemy to inflict 
: : [ieee you'll get a Cave Bear or two. : is nice, but tough creatures 6D6 points of damage. 
: seem to always make the save. | : 


Farsight : Cause Critical Wounds : True Seeing : Wondrous Recall 


Use this one to check out sus- | : [etgeagmm Like it’s little brother, except : Pn : This spell will dispel ALL 2. eS, This spell lets the caster bring 
picious areas onthe map—it’s]| ; @ this spell does 27 points of : im \\lusion/Phantasm magics #t -~m Dack two Spells that have 
especially nice because you damage to a single enemy. “a Um within a 20-foot radius ofthe | : JF af been previously been cast. 
don’t need to have the area caster. Keep this spell memo- | : This effects 5th level and 


exposed for this spell to work. |: rized! <= lower spells. 


Free Action | Chaotic Commands 


m Another essential priest spell, |: ee his spell renders a character 
m this one lets you move freely > gtefe8 immune to all Charm, Maze, 
while under the effects of any | : —-* Domination, and Sleep type 
spells that attempt to tie you : Spells. 
up or hold your position. fe 


Aerial Servant : Confusion 


Like a weakened Air : Like it sounds, this spell caus- 
Elemental, the Aerial Servant | : ™ es the target to become con- 
will do the caster’s bidding fused. Creatures with low WIS 
until he is slain. are more easily affected by 


|__| this spell. 


Animal Summoning Ill : Conjure Earth Elemental 


: BP .2em (he caster gains a THACO s.44 Like the other Animal 
Level Drain effects bestowed : Bear) @ bonus of +1 pre every three : Be4aeq Summoning spells, you'll usu- 
upon the target. The priest will | : IF, levels, and the STR is set to : Baggies ally get three Cave Bears, 
need rest immediately follow- _ 18/00. m@ three Polar Bears, or a combi- 
ing the casting of this spell. nation of the two. 


Cure Critical Wounds 
=m S1R will be set 18/00, the 
a caster will gain the THACo of a 


also one temporary HP for 
each level of the caster. 























Mental Domination : Flame Strike 7 Blade Barrier 7 Earthquake 


my For all intensive purposes, this] ; The Flame Strike spell can : This spell creates a whirlwind | : [ 2_. 22% This spell inflicts 6D6 of damage, 

am spell acts just like the mage : BAe we inflict massive damage at high] : eg of blades surrounding the : Be followed by a tremor that does 
spell Domination. The caster : ie levels, often in upwards of 50 | : caster, which if penetrated, : Fe another 2D6. If your enemies fail 
gains control of the target’s ; ie to 60 points of damage! inflicts 8D8 points of damage | : fi the save, they'll also be knocked 


actions. ae to the target. — to the ground for four rounds. 
Greater Command Bolt of Glory 3 Finger of Death 


This is the only spell in the eg Like the first level spell > Fee [his spell does damage as fol-] : If the victim doesn’t make the 
game that protects against : Be Em Command Word:Die, except : 9B #4 4 lows: against Demons 10D6, ; = saving throw, he'll be instantly 

? that cursed Level Drain effect. | : FSA 3% this spell makes the creatures | : = J against Undead 8D6, against | : § killed by the Finger of Death. 
Use it when fighting Vampires! | : [gg sleep for a bit longer. meee ELementals 3D4, and against | : eee if he does make the save, he'll 
: |_| everyone else it 6D6. suffer 2D8 +1 damage. 











Fire Storm 


Much like Meteor Storm, but just 
a bit less powerful. It does 2D8 
+1 point per level of the caster. 
Useful when you have enemies 


|__| trapped inside of a small room. 


Neutralize Poison : Magic Resistance 7 Conjure Animals 


; Instead of slowing the poi- : f e\,eatm Cast this spell to receive 2% This spell summons two 
em sons, this spell completely : fa © of magic resistance per level : oP extremely powerful Mountain 
@ rids your system of all toxins, : Bae mm of the caster to stop at a maxi-| - Bears to help you in battle. 
stopping the effect immedi- mum of 40%, Our favorite of all the Animal 


ately. set Summoning spells. 


Poison , Mass Cure , False Dawn 


At 17th level, this spell does : em Our favorite cure spell for wild] © He aj.2 All undead creatures within 
8D8 + 6 points per round (for1] : Be Se and crazy melee battles, this : Be aa the radius of the False Dawn 
turn). That’s a lot! Use this : spell cures everyone in your spell will suffer 6D6 points of 
spell when you know you're : party by 1D8 +1 per level of : Se damage . Best of all, there is 
entering an extended battle. area the caster. no saving throw! 


This spell summons a Pit 
Fiend, the most powerful 
demonic creature in the game. 
aia Make sure to have Protection 
|_| from Evil cast beforehand! 













Protection from Evil 10’ Radius : Raise Dead Holy Word 


This is the best spell in the :. lf a character is killed in bat- : lf this spell connects, it will : This spell does a number of 

Mm game to use as protection tle, go ahead and use this reduce you target to one HP, different things to evil crea- 

wm from Demonic/Fell creatures. : spell to bring them back to forcing you to follow up with tures, weakening as your ene- 
It works wonders! = life. As long as he doesn’t get | an attack quickly to eliminate | : mies get stronger. It also 

chunked, you can revive him. it for good. indices spell failure. 









Repulse Undead : : Greater Restoration 


This keeps all undead crea- : = =e Heal will completely restore : Eom |his spell removes all Level 
tures away from you, and : #2 fy gall HP, and remove all negative} : [Rf j4l ¥@ Drain effects, and also cures 
works 100% of the time. There] : ‘#4 effects like Blind, Feeblemind,| : Fi the target’s HP completely. It 
is no saving throw. and Disease. will also remove Feeblemind, 


Righteous Magic : Physical Mirror 


vag (nis spelladds one HPforevery | : [i= m Any missiles directed at the cast- | : [Bae gam This spell is exactly like the 
e4 level of the caster, one point of : Bi fe iia er willtake a180 degree turn and] : « @ fifth level spell, Raise dead, 

Ba STR for every three levels ofthe | : By head back toward the thrower / | but this one restores the char- 
caster, and also makes the cast- | : gale Shooter. Useful when getting : Me acter with full HP. 

er inflict maximum damage. / |__| hammered by projectile attacks. | 




















Shield of the Archons 


At 2oth level, this spell will 
absorb 10 spell levels directed 
at the caster. It acts much like 
a Spell Trap, but not quite as 
[powerful 


All creatures in the 20-foot 

radius of Sunray will take 3-18 
} points of damage, and also 

have th possibility of being 


=z blinded for 10 rounds. 
Symbol Stun 


Our favorite of the three 
“Symbol” spells, this one works 
7 almost all the time, and lets you 
and your party take pot shots 
while the enemy stands frozen. 


Symbol Death 


Like a Glyph of Warding, 
except this one affects every- 
one with the Death spell. Note 
that it doesn’t work on things 
with more than 60HP. 


Symbol Fear 


Just like Symbol Death, except 
this spell instills fear into the 
enemy instead of killing him. 

It works more frequently, but 


The opposite of Holy Word, 
this spell affects only good- 
aligned characters. The dam- 
age / effects scale down with 
enemy level. 


Note: Below, you'll find only the spells 
that are exclusive to the druid. None of 
the repeating cleric spells are shown. 


Entangle 


Like it sounds, this spell will 
hold characters in place as 
long as they stand within its 
radius. 


Charm Mammal/Person 


Just like the mage spell of a 

4 similar name, this spell lets 
the Druid charm both people 
and mammals with the same 
spell. 


Call Lightning 


When cast, this spell causes 
repeating damage (one bolt 
per turn, per level of the cast- 
er), and it must be cast out- 
side for it to work. 


Hold Animal 


Just like it sounds, this spell 
will hold animals in place. It 
does NOT work against larger 
monsters like Wyverns, 


_— Ankhegs. etc. 


Goodberry 


You can eat these goofy little 
berries to gain 1HP of health 
each. We think it’s funny how a 
fighter would have to eat 120 of 


mee these to gain all his HP back. 


Summon Insects 


The victim will receive one 
point of damage for every two 
seconds that the swarm has 
surrounded them. It also 
induces 50% spell failure. 


Call Woodland Being 


One of the best (if not THE 
best) summon spells in the 
game, the Woodland Beings 
have a huge spell arsenal at 
their disposal. Very nice spell! 


Insect Plague 


Spellcasting within the swarm 
is impossible, and the insects 


1 themselves cause 1 point of 


damage for every two seconds 


ies they're around the target. 


lronskin 


A lot like Stoneskin, but this 
spell increases with your cast- 
er’s level. At 10th level, you’d 
have five skins, each of them 
absorbing one attack. 


Pixie Dust 


Like a Mass Invisibility spell, 
except this one only has a 10- 
foot radius. Everyone in the 
radius will remain invisible for 
24 hours (or until dispelled). 


Sn Fire Elemental 


The druid is lucky that he gets 
this powerful summon spell—it 


#1 works wonders against all those 


Ice Giants, er... wait a minute? 


Delorus Decay will slow the 
target for two rounds, then 
inflict a point of damage every 
second until 50 points of dam- 
age are accrued. Nice! 


Fire Seeds 


Like Melf’s Minute Meteors, 
this spell creates four fiery 
projectiles that inflict 2-16 
points of damage per seed. 


Creeping Doom 


A large swarm of insects will 

eat away at the target, inflict- 
ing two points of damage for 
six rounds, and also inducing 
100% spell failure. 


Nature’s Beauty 


m™ |he caster turns into a 


Nymph, making all enemies 
save vs. death or be killed. 
Great against mid-level mon- 
sters. 

































Use this section as your monstrous compendium, serving as the place to go forall your monster-related questions. Granted, it’s not 
quite as extensive as real-life AD&D Monster Manual, but then again, Baldur’s Gate |! doesn’t really require you to use one, either. You 
won’t find any info on bosses or the like, just the standard monsters and their kin. If you are looking for specific info on some of the 
bosses, it will more than likely appear in that very section of the walk-through instead. 


- ANHHEG. BEAR 


MONSTER HP MONSTER He: AP MONSTER HP 


@ Black Bear 2 4 © Brown Bear 1 
© Cave Bear Oo 650 © Polar Bear 66 








Ankhegs are sweet because you can take their 

hides and transform them into Ankheg Plate ? Bears are awesome animals to summon 
Mail (with a little bit of money, and Cromwell’s and/or control when you’re a druid or cleric. 
help). This offers the same protection as Full They'll no longer be great creatures to fight 
Plate Mail but at half the weight (and it’s cheap- for XP (like they were in BG), but they do 
er). Watch out for their projectile attacks which offer good protection when turned to your 
have a bad habit of being attracted to mages. side. Use them to distract mages, and even 


absorb their damage. 
TBEHOLUER 
MONSTER HP XP MONSTER HP - x CARRION CRAWLER 


@ Spectator 75 ,000 © Observer ,000 MONSTER HP XP 
© Gauth 101 __9,000 © Undead : 13,000 @ Carrion Crawler 22 
© Beholder : 14,000 © Elder Orb 130 14,000 


peer 


Ge 


foe Sg MEE Rah 


Relatively weak, these overgrown maggots 
The “Eye Tyrants” boast an insane rate of fire with their pro- do very little damage. When fighting a group, 
jectile attacks, which quite often also carry special powers | watch out for their Paralyzation abilities, 

like stun, death, charm, and other frustrating effects. When which can render one or more of your charac- 
fought one on one, the Beholder isn’t all that bad. But when ters helpless. We found it best to lure out 
they attack en masse, the odds quickly turn in favor of the s one at a time just to be safe. Other than that, 
Beholder. Elder Orbs are brutal with almost twice the HPs of : there isn’t much to worry about with these 
the lower level Beholders. They just hit, and hit, and keep on dirty, grimy little beasts. 

hitting. They are relentless killers with only one thing one 
their mind: your death. 

One thing you’ll learn about Beholders is that you'll have lit- 
tle time to react and change your tactics once engaged. If you 
weren’t properly prepared to kill them, then there’s little 
chance that you’ll win. It’s all about the preparation. Spells @ Nabassu 6 16,000 
like Protection from Magical Energy and Death Ward are 
almost prerequisites when fighting Elder Orbs and other high 
level Beholders. 





MONSTER HP XP MONSTER HP XP 
© Pit Fiend 80 9,000 










_Higher level Demons often combine their physical attacks with 
Death Gaze spells that instantly kill your character (unless you 
save vs. spell), adding yet another element to their already 
impressive repertoire. Pit Fiends are usually only summoned 
from a Gate spell; therefore you won’t be fighting them as reg- 
ular monsters very often. 












The most important tip to remember when dealing with 
Demons is to always use Protection from Evil (this keeps them 
away from you). After that, you can just let loose the Kraken! 









Note: They're also immune to lightning, fire, and poison effects. 






[DEMON ANIGH 


MONSTER HP xP 












These guys hit hard, and are even harder to hit. 
They usually have good equipment, and often rush 
into the fray without even a second thought. As an 
alternative to standard combat, try using heal spells 
4 to inflict damage (which works only a certain per- 
™ centage of the time). Luckily, they are very rare and 
_ encountered only a few times in the game. 


















aes oe Sf fe a i 


y a ear ae cs se 
hid Pole 8 ga oF ge Bonet Fe ei ft ee ee oe 
fen he a OF eget agate i eae 
tlds fi eels io eo ee 
"i F, e: Bs oe 
oF ie 


Frequency: Common Frequency: Rare 






LO) \ bo os HP XP MONSTER HP XP MONSTER HP XP MONSTER | a, (ad 
@ Djinni © Dao Djinni 6 ,000 @ Wild Dog © War Dos 1 
© Efreeti 80 Q@ Noble Djinni 8 10,000 © Hell Hound 6 
© Noble Efreeti 
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If you’re having trouble defeating any sort of Dog, you might 
as well just quit BG now while you’re still ahead. Not that 
they are absolute pushovers or anything, but come on! Get 
in their face, and slice ’n dice! Someone told me that they 
make yummy snacks for Umber Hulks... 




















Most Djinn turn invisible almost 

immediately after commencing battle, 
so it pays to have mages stranding by 
with Detect Invisibility or True Seeing 
spells. They do have some decent hit- 
ting power (2D8), and often take 

down fighters with ease. 


Frequency: Extremely Rare 


MONSTER ee MONSTER | a 


@ Red Dragon 184 64,000 @ Black Dragon 
© Shadow Dragon 160 ,000 @ Silver Dragon 18 
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We don’t care what anybody says about how the dragons In 
BG2 are “too easy to kill.” Trust us, you’d be hard pressed to 
fight anything tougher than a Dragon in any game ever made, 
period. Some may argue that Liches are more frustrating, and 
that Beholders (in vast numbers) can deal out more destruc- 
tion, but none may disagree that with the fact that Dragons 
have the absolute raw strength above all. 


Offense Against Dragons 

First and foremost, try to accumulate weapons that give 
bonuses against Dragons—the same goes for armor and 
extra equipment. The more special bonuses that you can get 
(i.e. +damage, save vs. breath weapons), the better your 
chances of defeating the almighty reptilian beast. Characters 
like cavaliers and paladins (with Carsomyrs!) fare exception- 
ally well against dragons. So if you think you’d like to be a 
dragon hunter, save yourself some time and go create one 
now. Archers (of the ranger class-kit) with Racial Enemies set 
as Dragons can totally tear it up from long range, as long as 
you keep a few blockers absorbing melee damage (and hold- 
ing the dragon in one spot). 


Wing Buffet Attacks 

Dragons will use their Wing Buffets (A LOT), which will imme- 
diately push back any and all of your front line attackers. 
Usually, they use the down time after a Wing Buffet to charge 
up for a big attack with their Breath Weapon, or maybe even 
a high-level spell combo. All dragons will use Wing Buffet 
attacks—there is nothing you can do to prevent this. Just 
take it like a man and keep on fighting! 


Notes 

e Black Dragons are immune to acid, Red Dragons are 

immune to fire, and Silver Dragons are immune to cold. 

e Dragon claw attacks can be fierce, often dealing out 30-40 

damage in one hit. 

e Watch out for the Black Dragons with their nasty Entangle 
spells, and high level Insect Swarms. They are both excellent 
mage disruptors. Keep a good supply of Extra Healing 
Potions on every character to counteract this. 

e if you’re going to cast magic, use guaranteed damage spells 
like Magic Missile. They won’t inflict massive damage all at 
once, but when Spell Sequenced, they can be lethal. 


DOPPLEGANGE 


MONSTER 


MONSTER HP 
@ Greater 


NP. -P 


Dopplegangers are the masters of mimicry, 
often taking the shapes of men, women, or 
whatever else they feel like copying. Their 
thick hide gives them an AC of 5, and they 
are immune to Sleep and Charm spells. 
Luckily, you won’t fight them often in BG2... 


| __ ELEMENTAL | 


MONSTER 


@ Shamb. Mound 6 N/A 


© Lesser Fire 
@ Earth 

0 Air 

© Greater Fire 


MONSTER 
© Lesser Earth 
O Lesser Air 
@ Fire 
© Greater Earth 120 
@ Greater Air 128 


ae 


6 2,000 
96 6,000 
96 ,000 
128 10,000 


For the most part, Elementals can dish out tremendous 
amounts of damage very quickly. Obviously, it pays to have 
the proper resistances set when you go up against the 
respective Elemental; for Fire Elementals you’d want Fire 
Protection, etc. Beware of mages and priests who can sum- 
mon various sizes and powers of these formidable beasts, as 
they often do it with little warning. 


GHOUL 


MONSTER 
@ Ghoul 
© Fell Ghast 
© Ghoul Lord 


HP AP MONSTER HP XP 


1 1 © Ghast 29 650 
850 O Greater 8 2,000 
8 ,000 


They'll inflict paralyzation effects upon con- 
necting with their attacks, and are immune to 
just about every low-level form of non-damag- 
ing spell there is. When fighting, try using the 
Turn Undead ability —it works wonders if 
you're of high level. 


“GITAVANA 


MONSTER 
@ Githyanki 


HP XP 
60 6,000 


MONSTER id XP 
© Priest 60 6,000 


MONSTER 


@ Drow Warrior 
© Drow Priestess 90 ,000 


MONSTER HP XP 


@ Drow Archer 90 ,000 
© Drow Mage 90 6,000 


| me 
90 ,000 


Drow are outfitted with only the best of gear, 
making them nearly impossible to hit, and 
even harder to vanquish. Unfortunately, all of 
the gear looted from Drow will disintegrate 
into dust upon touching sunlight. D'oh! This 
makes it useless to carry Drow equipment 
from the Underdark... 


ETTERGAP 


MONSTER 


@ Ettercap 


HP 


Ettercaps can almost always be found near 
Spiders, commonly working in tandem and 
setting traps with their arachnid friends. You 
can bet your life that when you find 
Ettercaps, you'll also stumble into some elab- 
orate traps nearby. In combat, they can inflict 
poison with their bites from close range, so 
keep those Antidotes handy! 


ETTIN 


MONSTER 


HP 


Don’t be fooled by the Ettins overwhelming 
size and appearance. We’d bet that even the 
lowest-level fighter would have little or no 
trouble going toe to toe with one of these 
stumbling buffoons. They are clumsy, care- 
less, and slow, leaving them vulnerable to 
just about everything you can throw at them. 
Heck, they might as well just kill themselves 
for you... 


GIBBERLING 


MONSTER 


MONSTER HP 
© Mutated Form 16 


AP . XP 


When Gibberlings attack, they usually attack 
in great numbers. It isn’t ridiculous to see a 
pack of 10-12 Gibberlings storm out of no 
where. Luckily, their vast numbers are the 
only thing they have going for them. They are 
weak, and easily disposed of by most any 
character. 


Githyanki are much like the Drow—they come 
in various flavors, but most often (in BG2) 
they’ll appear as plain old Warriors and Priests. 
They are strong only in great numbers—we 
found that we had little trouble dropping even 
groups of five or six at a time. 
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GOBLIN 


MONSTER MONSTER HP MONSTER HP XP MONSTER HP 
@ Elite 20 10 © Warrior 1 @ Archer 20 © Captain 
© Slasher 1 6 © Veteran @®EliteArcher 1 60 O Elite Warrior 20 120 
© Flind 18 120 © Captain 2 
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Against packs of Goblins, be prepared for a barrage of 
arrows. Shields are a must, but even without them, your char- 
acters should have little trouble with these wimpy little 

scoundrels. 







Those of you who played BG1 will have some 
fond memories of the Hyena-like Gnoll. You'll 
also probably remember that they were rather 
tough. In BG2 however, they don’t pose quite 
as much of a threat. Only when in packs of 4o 
or more do they actually become a hin- 
drance... to your frame rate, that is. 


oULETH a Lt a tese 


MONSTER HP XP MONSTER MONSTER HP XP MONSTER 
@ Flesh 0 2,000 0 Cla 8,000 @ Giant Lynx 18 4 © Cheetah 
© Stone 60 8,000 © Iron 8,000 © Mountain Lion 2 270 © Leopard 
© Brain 80 10,000 © Sand Golem 14,000 © Jaguar 20 © Panther 
@ juggernaut 0 16,000 © Adamantium 25,000 @ Wild Tiger 620 © CommonLion 42 650 



































Golems are drawn to enemies like a moth to flame, usually in © Spotted Lion 48 
hasted form which only makes thing worse. They are light- 

ning fast, very tough, extremely damaging, and immune to 

spells which makes incapacitating them very tricky. 

Remember that you’ll need to use blunt weapons against Clay 


Super rare in BG2, we only recollect 
fighting cats in very specialized areas. 
Even then, they pose little danger to 
even the weakest of characters. One 
point to note is that they serve as 
excellent animals to charm or control! 


HOBGOBLIN 


HP. XP MONSTER HP 


or better weapons to even hit most types of Golems. 

























MONSTER 
@ Archer 8 © MagekKiller 10 
© Warrior 10 © Shaman i 





© Wizard 20 
@ Captain oO 20 


@ Elite o 















Hobgoblins are weak, plain and simple. Unless 
you encounter a large group of them (we’re 
talking like 15 or more), you really shouldn’t 
have a problem. Beware of the Wizards and 
Shamans though, both of which cast Confusion 
spells as their first method of attack. 


ROBOLD 


MONSTER HP XP MONSTER HP XP 
@ Archer 6 © Warrior 6 










MONSTER HP XP 
@O Imp 





Golems (something that we figured out the hard way), and +1 
: 






18 1,400 © Quasit 2 2,000 






Imps look diminutive and very weak, but 
don’t be fooled. With that small size comes 
danger, mainly in the form of their poisonous 
Stinger attack. It’s so potent that if your char- 
acter doesn’t save vs. poison, you'll be 
instantly slain. Keep Detect Invisibility 
handy... a 
























© Shaman 1 @ Witch Doctor 10 14 
© Captain 











© Commando 
© Kamikaze 11 N/A 


1 
@ Slave 12 


1 














The Kobolds approach to combat uses over- 
whelming odds, but little else. One point to 
note is that Kobold Archers (and Commandos 
especially) seem to go for your mages whenev- 
er possible. Other than that, they make good 
practice dummies for your weird and wacky 
spell combos. They’re just that wimpy... 





















MONSTER HP MONSTER HP XP MONSTER HP XP MONSTER HP XP 
@ Kuo Toa 19 © Whip 20 @ Lich 90 22,000 © Demilich oO 0,000 
© Warrior 0 1,000 © Monitor 6 1,400 


© Lieutenant 80 1,400 © Priest 6 2,000 
@ Wizard 0 2,000 © Captain 100 4,000 









































Some will argue that Liches are tougher than Dragons, and 
while we don’t agree wholeheartedly, we certainly won’t start 
a fight over it, either. You see, the Lich is the pinnacle of high- 
level spell casting. Every battle with a Lich begins the same 
way, with an immediate casting of Spell Trigger followed by 
Spell Trap, Fireshield Red, and Globe of Invulnerability. About 
ten seconds into battle, the real fun begins in the name of a 
Time Stop spell. This level nine wonder will stop time for 
approximately 30 seconds for everyone but the Lich himself. 
During this time, your party is rendered completely useless 
as the Lich casts even more level nine spells, such as Symbol 
Stun, Symbol Death, Simulacrum, and even Abi-Dhalzim’s 
Horrid Wilting. And as for the Demilich, well... poop. It’s prob- 
ably the most ridiculous monster to grace the likes of PC/con- 
sole game history. It deals out death faster than a machine 
gun, and you have little or no methods of protection. If you 
can beat him, give us a call and we’ll give you a job as our 
lead strategist. We’re serious... 











Kuo-Toa almost always travel in large bands, often with 
seven, eight, or more members. In general, they are like 
beefed up fish-Kobolds with triple the HPs. They use very few 
tactics, and pose little or no threat. Keep a watchful eye on 
their priests though—they often use Confusion and/or Charm 
spells as their first attack. 
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LIZARUMAN 


MONSTER HP MONSTER 
@ Red Lizardman 


MEPHIT ae 


MONSTER HP XP MONSTER XP 
@ Lightning 20 O Air = 20 
© Smoke 20 © Ooze 2 20 
© Radiant 20 @ Ice 2 20 
@ Dust 20 © Salt 2 20 
© Magma 20 ® Fire 28 20 
@ Mineral ° 20 ® Earth 29 20 
© Mist : 20 @ Steam 30 20 


Don’t fret—the Lizard Men look much tougher than they actu- 
ally are. In battle, they’re more like big meat-sacks that serve 
as great punching bags for your low or mid-level fighters. 
You'll love it when you chunk them with a critical hit. It just 
feels soooo right. 


Mephits are the most common creature in the 
game, but are also one of the weakest. Only 
when your characters are beat down and vul- 
nerable do the Mephits pose any real threat. 
Each memphit has its own special power, 
which you can probably figure out just by 
looking at their names. 


MIND FLAYER (ILLITHID) | 


MONSTER HP P MONSTER iP. AP 


@ Mind Flayer 0 2,000 © Alhoon 68 9,000 
© Ulitharid 96 11,000 © Vampiric 6 14,000 
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Appearing only in the form of a trapped chest 
(In BG2), the Mimic is more of an “oh crap!” 
monster than anything else. Once you realize 
what’s happening, and that you’re being 
eaten by a hungry treasure chest, you should 
have little trouble taking them out quickly. 
We won’t spoil the surprise by telling you 
where they are... 


These guys are up there with Liches and Dragons as some of 
the most powerful (and frustrating) enemies in the game. 
Their Charm and Stun abilities are unmatched, 
and they are prime reason why battles tend to 
go sour very quickly. When the Mind Flayers 
gain control of one or two of your characters, 
you’re better off just reloading the game and 
starting from scratch. The only way for low 
level characters to bypass the psionic ability is 
to summon hordes of undead (which are immune to their 
effects), and try to pick away over a long period of time. 
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MINOTAUR 


MONSTER HP 
@ Minotaur 


Standing more than 7 1/2 feet tall, the 
Minotaur is quite the formidable basher. 
They usually appear in tight groups of three 
or four, and are best fought head to head 
with armored up fighters or rangers. They 
have no special abilities, and move extremely 
slow when engaged in battle. 


MONSTER HP 
@ Greater Mummy 10 


You’re better off staying out of melee battle with 
Mummies —they have a bad habit of transfer- 
ring diseases upon contact. Greater Mummies 
are even worse, as they have an extensively 
high level spell library at their disposal. Stay 
ranged, and use +1 or better weapons to hit 
these once powerful high priests. : 


MONSTER HP XP MONSTER HP XP 
@ Ogrillon 49 1 © Ogre 0 270 
© Ogre Mage 2 650 © Half Ogre 20 670 


In the original BG, Ogres were formidable foes for your level 
four and five characters. In BG2 however, they’ve lost their 
edge. Against level nine (and higher) characters, even the 
Ogre Mage can be steamrolled with little effort. At least they 
carry gems most of the time... 


Relatively harmless to even low- 
level characters, the Otyugh is best 
dealt with at close range. One or 
two fighters pounding away and 
they’re history. One point to watch 
out for is their ability to infect your 
characters with disease. 


MONSTER HP XP 
@ Mist Horror 40 3,000. 
© Crimson Death 104 9,000 


MONSTER HP. XP 


@ Vampiric 270 
© Wand. Horror 40 ,000 


In general, you need magically enchanted 
weapons of +1 or better to hit the higher level 
Mists in the game. Vampiric Mists are espe- 
cially susceptible to Magic Missile and 
Lightning Bolt spells, but you didn’t hear that 
from US... 


MONSTER HP 8 6oxP MONSTER HP 


@ Warrior re) 20 © King oO 
© Spore Colony 80 20 


Myconids are slow, and especially easy to damage with 
ranged weapons (i.e. slings, bows, throwing knives). But 
when they get close, they usually whip out a special Spore 
Cloud attack that can confuse and/or put enemies to sleep. 
Your best defense is to keep a cleric with Zone of Sweet Air 
ready to go. 


MONSTER HP OP MONSTER | a 


@ Archer 10 © Warrior 40. OG 
© Orog Archer 5. 1 © Orog Warrior 40 600 


@ Wizard 30 1,000 @ Priest 89 2,000 


The classic example of an ox-like brute, the Orc/Orog is as 
fun to fight as they are to look upon. Their warriors and | 
archers always attack in groups, and their wizards aren’t very 
powerful. Allin all, you'll get very little XP for very little effort, 
but a whole chock full of fun! We love these guys! 


RAKOHAGH oF 


MONSTER HP 8 XP MONSTER HP XP 


@ Rakshasa 6 ,000 © Ruhk 80 ,000 
© Rajah 80 ,000 © Maharajah 1 15,000 


Rakshasa (and their kin) are the real deal, cast- 
ing high-level spells with regularity. Your best 
offense is to summon monsters and soak up 
their initial wave of spells, then rush in with the - 
ground and pound assault as quickly as you 
can. It’s as simple as it is effective... 





JALAMANDER 


MONSTER HP MONSTER HP . XP MONSTER sj A MONSTER HP 
@ Sahuagin 91 @ Baronial Guard 27 _270 


a = ana 4 nec =a Salamanders are elemental based, 
6 Siig — 2___2,000 * oc Baas = 2000 ee A so fire will hurt Blue Salamanders, 
ee = Fe ee tt and cold will hurt Red Salamanders. 


Luckily, you’ll only fight the Sahuagin at one point in the 4 | i It's pretty obvious, but try not to let 
game. Unfortunately, it’s on their home turf, and there are A ft “ Salamanders surround your party. 
LOT of them. Like most other class-based races, the main ee et heir attakcs are pretty wicked, and 
Sahuagin to watch out for are the spell casters. High priest- ~~ 'y when stacked up they can make 
ess are more than able to disable even your best fighters (ncaa eS short work of your party. 


during a battle, so always focus your power on them first. 
JHADOW 


MONSTER HP -= XP MONSTER | a, 4d 
@ Shadow oO 20 © Shade Wolf 00 
© Wraith 2,000 © Shim. Wraith 32 2,000 
© Spectre ; ,000 


All forms of Shadows are dangerous, as they drain your STR 
upon each successful hit. This STR will come back, but only 
after the battle is over. For the most part, they are immune to 
cold-based attacks, and aren’t affected by Charm, Hold, or 
Sleep spells. 


SKELETON ar 


MONSTER HP XP MONSTER HP 


O Skeleton 8 6 © Warrior 
© Grimward Arch. 48 ,000 © Grimward Warr. 48 ,000 
@ Bone Golem 0 18,000 


Skeletons are easily taken care of with the Turn Undead skill, 


although higher level Skeleton Warriors and Bone Golems are ce 
best fought with tanked up fighters. The XP on a Bone Golem SLIME oe 
is perhaps the best deal in the game, as far as the MONSTER HP xP MONSTER HP xP 


risk/reward tradeoff goes. @GreenSlime 16 6 © Jelly Ochre hi 270 
. © Grey Ooze 2 CO © jelly Mustard 6 2,000 


You’ll need +1 of better weapons to hit 
Mustard Jelly (the toughest of the Slime fami- 
ly), Also of note is the fact that they can poi- 
son your party members, so keep those 
Neutralize Poisons handy... 


IMeR HULA 


MONSTER HP XP MONSTER XP MONSTER HP 
@ Bab 2 10 @ Huge 270 @ Umber Hulk 


Ale 2 -sbine =400 Umber Hulks often charge with their Confusion attacks (a spe- 
rase 1,400 wor 2,000 cial ability), making your “charge in and kill them” techniques 


You'll have little trouble when dealing with most forms of rather useless. Unless of course your saving throws are 
Spiders. Only the Sword Spider remains difficult, as their extremely high, in which case your 
bone-hardened knife like legs cut through even the best of best bet is to rush in and attack. 
armor. If you encounter a large group (of like five or more), Beyond their confusion spells, they 


then make sure to have Clerics with healing spells on standby. have little to offer other than stan- 
dard brawling, so make sure to take 


advantage of their stupidity with 
your all-powerful mages and Spell- 
casters. We found that Magic Missile 
works exceptionally well on them. 


Png vos 
aime arg ae 
ghee feoet t= 


ae 
Ho 8 





MONSTER HP XP MONSTER » 4 
@ Ice 1 1 © Snow 650 
© Troll © 1,400 © Freshwater 1,400 
© Desert 6 1,400 © Giant 1,400 
@ Split 80/(40x2) 1,400 © Spectral 3,500 
© Spirit 6 12,000 


Trolls have several special abilities that make them especially 
nasty to deal with. Not only do they regenerate their HPs at 
an alarming rate, but they also require a fire or acid spell to 
actually destroy them. So in short, burn them! Burn them all! 


WEREWOLF /WOLFWERE 


MONSTER H 


@ Werewolf 20 
© Wolfwere 1 1,400 


MONSTER HP XP 


© Greater Werewolf ¢ 9,000 
© GreaterWolfwere 66 8,000 


In general, you’re going to need +1 or better 
magic weapons to even land a hit on 
Werewolves and Wolfweres, or weapons 
made of pure silver. The Vorpal Blade is an 
absolute menace against ’em, trust us! It’s a 
shame you can’t get Wolfsbane in BG2, it 
would work wonders... 


MONSTER HP 


Wyverns aren’t nearly as tough as 
they look, but can deal out some 
decent damage when their poison 
finally takes effect. Even if their 
poison stinger attack doesn’t take 
effect, you'll still end up with 1D6 
points of damage just from the 
pointy barb itself. 


MONSTER 


@ Zombie 
© Sea Zombie Oo 


MONSTER HP XP 
© Ju-ju Zombie 39 : 


Zombies are supposed to be immune to spells, 
although it seems like certain spells have their 
ways of getting through. Magic Missile does 
damage, as do Lightning Bolts and Fireballs. 
Sea Zombies can use special attacks that 
inflict regular damage plus disease effects, so 
keep your clerics handy. 


ee i 
oa Jott e 7g ee ae a 
Ra Gia Se Pee 
Teo a 


MONSTER HP MONSTER XP 
@ Male, Fledgling 6 © Female,Fledgling 67 8,500 
© Mature © Old 10,500 
© Eminent 102 © Patriarch 110 12,000 
@ Very Old 88 © Ancient 96 14,500 


' & Negative Plane Protection will keep 
you shielded from their Level Drain 
effects, but if you don’t have that 
spell available, keep some Greater 
Restoration scrolls handy. Very, very 
tough monsters... 


© Female 


The Vampyres are like lesser versions of their 
Vampire cousins, and are most often found 
dwelling in the very same areas. Keep your 
eyes peeled for coffins, which will grant you 
an additional 9,000XP upon staking the 
beast. 


MONSTER HP MONSTER HP 
@ Zombie 18 © Wolf 2 
© Wore 26 | O Dire 
© Dread 650 © Winter 
@ Vampiric 50 _—-2,000 


ae Lower level Wolves are much like Dogs (offering 
little or no challenge), but just a bit more pow- 
erful. Winter Wolves have wicked projectile 
attacks, and serve as excellent animals to use 
Charm spells against. Control a pack of Wolves 
before a big battle and you're set to go. 


VURN-T 


MONSTER HP XP 


@ Yuan-Ti 8 1,500 
© Priest/Mage 63 ,000 


MONSTER HP 
© Commander 


The Yuan-Ti Priest is a formidable opponent, simply because 
they are never alone. Nine out of ten Yuan-Ti attacks are 
ambushes, most of them with enhanced spell effects 
already cast and ready to go. When fighting large groups, do 
the right thing and go for those spellcasters, no matter the 
cost. You'll thank us later! 
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Not Useable By: Bard, Druid, Mage, Thief 


Plate Mail Armor 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


rm yr lass: 
“A ) Oa Oa Ts be poy 


ELCs 


Plate Mail +1 


Location: First found at the 
Adventurer’s Mart, from Ribald 


_ Value: 8,250GP 


Full Plate Mail 


Location: First found at the 
Adventurer’s Mart, from Ribald 
(later found everywhere) 


Reaulres 15 STR | 
Armor Class: 7 Value: 9,900GP 


Full Plate Mail +1 


Location: Kill Ferric lronblade, in 
the Domain of the Dragon 


ELL; 


| Value: 28,050GP 


Ankheg Plate Mail 


Location: From Cromwell, after brin- 
ing him 5,o00GP and an Ankheg 
Shell 


Saieenesny | pee 2 
Armor Class: 1 


| Value: 8,250GP 


platas Plate Mail +2: Delver’s Plate 


Location: Kill Chieftain Digdag, 
inside the Domain of the Dragon 


| Value: 9,900GP 


Plate Mail +2: Doomplate 


Location: From Djinni (after puzzle), 
inside the Asylum Dungeon in chap- 
ter 4 


plata2 


_ Value: 10,890GP 


The six character alphanumeric code above each item is meant tobe used with our “Createltem” 
console cheat. You can find more info on this in the Cheaters.Central section of the book. 


plata3 Plate Mail +4: Gorgon Plate 


Location: Kill the Matron Mother (in 
_ the Underdark), at the very end of 
Se 5 


= Full Plate +2: Pride of the Legion 


Location: Kill the Shadow Dragon, 
as part of the Shade Lord quest 


ee Reduces THACO by 1 


Armor Class: 


Full Plate +3: Armor of the Hart 


Location: Kill the Demon Knights 
inside the Kuo-Toan dungeon, in the 
Underdark, chapter 5 


penattiee: Reduces THACO by 1 
oabegeas oa STR 


Arm ot Cla: 


plat16 


lue: 20,625GP 


a Plate Mail +5: Trahcie’s Tainted Plate 


_ Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Penalties: Cursed item which reduces 
CHA by § points and CON by 2 points 


Value: 14,025GP 


Red Dragon Scale 


Location: From Cromwell, after brin- 
ing him 5,000GP and some Red 
Dragon Scales 


platss 


BONUSES: sien Fire Resistance 


Value: 20,625GP 


Full Plate +2: (Wish Spell) 


Location: You'll get this by casting 
your Limited Wish spell (and asking 
for items) 


Requires ee SIR ft oo 


Arr nor Clas Value: 165 


MEL Ens) 


Not Useable By: Mage 


Leather Armor 


Location: Commonly available from 
' enemies and in most shops 
aes hb the land 


Arm nor Clas 


leato1 


Value: 8GP 


Leather Armor +1 


Location: First found at the 
Adventurer’s Mart, from Ribald 


Ar mor ( Class: 7 _ Value: 1,650GP 


Value: 16,500GP 


sates Leather Armor +2: Protector of the Second 


Location: Planar Sphere, inside 
machine near the Navigation Room 


Armor Class: 6 | Value: 5,775GP 





Studded Leather Armor 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Armor Class: 


leatog 


Value: 33GP 


Studded Leather Armor +1 


Location: First found at the 
Adventurer’s Mart, from Ribald 


leatos5 


Armor Class: 6 Value: 2,475GP 


lesto6 Studded Leather Armor +2: Missile Attraction 


- Location: Do you really want to 
== know where this cursed item is? We 
a didn’t think so! 


Armor Class: (15 v missile w apons), cursed 


Location: Kill Captain Haegan 

inside the Slavers Stockade, in the 
Slums District 

ow Value: 7,425GP 


Armor Class: 5 | 


leato8 Studded Leather +3: Shadow Armor 


Location: Kill Mae’ Var (in the Docks 
District), part of Renal Bloodscalp’s 
quest 


‘Special: +15 Hide in Shadows 
Only Useable By: Thief (& multi/dual class) 


Armor Class: 2 Value: 17,325GP 


Leather +3: Karajah’s Armor 


Location: From Ribald, in the 
_ Adventurer’s Mart 


leatog 


Ar mor Cle SS: 5 : Value: 9,075GP 


Hide Armor 


Location: Den of the Seven Vales (in 
Waukeen’s Promenade), from 
Smaeluv Orcslicer 


leatio 


Move Silently: -20 Lock Picking: -10 
Remove 10 Pick Pockets: - 


Ar rmor Class: 5 Value: 11GP 
leatas Leather Armor +2 


Location: From Ribald, in the 
Adventurer’s Mart 


Armor Class: 6 Value: 5,775GP 





leati2 Leather Armor +3 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 

3 Weight: 4 | Value: 9,075GP 
Leather +4: Skin of the Ghoul 


- Location: Kill Theshal in Ghoul 
Town, part of the Cult of the 
Unseeing Eye quest 
Bonuses: +3 bonus fo all Saves vs. 
ee poison 


Weight: 4 —-Value: 11,550GP 


Leather +5: The Night’s Gift 


“>< Location: Reward from Minister 
e247 Lloyd after completing the Shade 

~~ __ Lord dungeon 
Bonuses: +20% 


—— 


o hide in shadows 


Weight: 5 | Value: 14,025GP 


Studded Leather +2 


Location: From Ribald, in the 

Adventurer’s Mart (under his spe- 

cial wares) 
Weight: 8 


leat15 


aa, ee 


Value: 7,425GP 


leata6 Studded Leather +3: Orc Leather 


Location: You'll find this hidden 
inside the de’ Arnise Hold 


Bonuses: +10% resistance to missiles 


Penalties: to CHA 


Weight: 7 | Value: 8,250GP 


leats7 Studded Leather +4: Armor of Deep Night 


_ Location: From Ribald, in the 
Adventurer’s Mart 


Weight: 7 | Value: 16,500GP 


leat18 Armor of the Viper +5 


Location: From Deirex’s House in 
the Underdark, as part of the House 
BrGaleiatssa ue ruce) 


| saves vs. poison/paralyzation 


Weight: 5 Value: 11,550GP 


Black Dragon Scale 


Location: From Cromwell, after brin- 
ing him 5,000GP and some Black 
Dragon a 


Bonuses: +50% re nce to Acid 
Poe ane 10 


leatig 


Value: 5,000GP 


leat2o 


Leather +3: Aeger’s Hide 


Location: From Ribald, in the 
Adventurer’s Mart 


Bonuses: +15% re 
Move Silently: -2 
Lock Picking: -10 


esistance to fire, cold, and acid 
O Pick Pockets: -10 
Find/Remove: -10 


Weight: 35 Value: 14,850GP 





Human Flesh +5 


Location: From Dorcin Cole, after 
you bring him the Silver Dragon’s 
_ Blood and the human flesh 


leat21 


Saving Throws: +4 bonus 
Magical Resistance: 20% bonus 
Not usable By: Non-evil characters 


Value: 3GP 


Chain Mail 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Chain Mail +1 


Location: First found at the 
Adventurer’s Mart, from Ribald 


| Value: 2,640GP 


Chain Mail +2: Mail of the Dead 


Location: Kill Ilyich (the Duergar), 
in lrenicus’ Dungeon, in chapter one 


Value: 8,250Gp 


Splint Mail 


Location: Commonly available from 
enemies and in most shops 
_ throughout the land 


Not tusable ae Bard 


Value: 132GP 


Splint Mail +1 


Location: From Ribald, in the 
Adventurer’s Mart 


chano5 


Value: 3,300GP 


chano6 Chain Mail +4: Drizzt’s Mithril 


Location: Duh! You’d have to kill 
Drizzt himself to wear this wicked 
chain mail.. 


Value: 15,592GP 
Chain Mail +2 


Location: From Ribald, in the 
Adventurer’s Mart 


Value: 8,250GP 





Chain Mail +3: Darkmail 


Location: Kill Patrick (the Shade 
Lord’s apprentice), in the Shade 
Lord Dungeon 


chanog 


Bonuses: +20% resistance to fire damage 


Value: 8,250GP 


aun Chain Mail +4: Jester’s Chains 


Location: Place 20 tokens into the 
_ Token Machine puzzle inside the 
=~ Asylum Dungeon 


Value: 11,550GP 


Chain Mail +5: Crimson Chain 


Location: From Ribald, in the 
_ Adventurer’s Mart (under his spe- 
cial wares) 


chanii 


| Value: 20,625GP 


Elven Chain Mail 


Location: From any of the War Elves 
in Suldanesslar 


chani2 


Not usable B ; id, M 


Value: 8,250GP 


almost any War Elf inside 
Suldanesslar 


Not tusable By: Druid, Mage,Non-Evil alignment 
Armor Class: Value: 12,375GP 


Elven Mail +2: Sylvan Mail 


Location: Druid Grove, as part of 
the Druid stronghold. quest 


Not usable By: Druid, Mage 


Value: 12,705GP 


chan14 


a Chain Mail +3: Melodic Chain 


- Location: Kill Aawill (the bounty 
hunter), as part of the Astral Prison 
- quest 


Not tusable = Bard 


| Value: 16,500GP 


— Chain Mail +4: Bladesinger Chain 


spac, 


_ Location: Kill the Black Dragon in 
_ Suldanesslar, after you learn of his 
_ location 


Not usable B 2 ey oe Mage 
f t: 15 alue: 49,500GP 


chansy Splint Mail +2: Ashen Scales 


~ Location: On table in Bodhi’s per- 
sonal chamber (inside her dun- 
- geon), in chapter two 


Not usable By: Bard 
Wei Value: 4,125GP 


Location: ae the sculptor 
- quest, and return to the temple for 
- your reward 


Bonuses: +1 bonuses to all saving throws 
Not usable By: Bard 


Value: 5,775GP 








Armor Class: None Weight: 2 
Special: Protects Against Critical Hits 


Shown above are the five types of regular 
(generic) helmets that you can find. 


Location: Complete the sculptor 
,* quest, and return to the temple for 
_. your reward 


CHA: +1 bonus 
Special: Protects against Critical Hits 


Armor Class:+1 Weight: 2 Value: 5,775GP 


Location: Inside the Fire & Ice room 
in the Planar Sphere 


Special: Protects against Critical Hits 
Elec. Resist: +20% Cold Resist: +20% 
Fire Resist: +20% Saving Throws: +1 


ArmorClass:N/A Weight:3 Value: 3,300GP 


Location: Irenicus’ Dungeon, ina 
chest near the Otyugh 


Special: Protects against Critical Hits, 
Grants wearer infravision up to 120 ft. 


Armor Class:N/A Weight:3 Value: 1,320GP 


: Location: Kill Olaf Rasmussen, as 
.f part of the Slave Lord encounter 
~ (Temple District) 


ae 
Special: Protects against Critical Hits, 
Wearer is immune to charm 


Armor Class:N/A Weight:4 Value: 1,320GP 


Location: Irenicus’ Dungeon, inside 
cabinet, right before you meet the 
Dryads 


Special: Protects against Critical Hits 
Hit Point Max: +5 THACO: +1 Saving Throws: +1 


ArmorClass:1 Weight: 1 Value: 11,550GP 


ants Location: From Ribald, in the 
a Adventurer’s Mart (as part of his 
special wares) 


Equipped Abilities: Protects against 
Critical Hits, Fire Resistance 

Special Ability (Fireball): Damage 656 
(save vs. wands for half) 

Special Ability (Prismatic Spray): Effects 
vary as per 7th Level Wizard Spell 

Special Ability (Sunray): Damage 3D6 
save vs. spells or be blinded for 10 rounds) 


Armor Class: N/A Weight: 2 Value: 13,018GP 


Location: Kill Vithal, as part of a 
mini-quest in the Underdark, chap- 
ter five 


Abilities: Death Spell 


Armor Class:N/A_ Weight:2 Value: 8,250GP 


cation: Inside the Shade Lord 
dungeon, in the lava pit 


Regenerates: 2 hit points/minute 


ArmorClass:N/A  Weight:2 Value: 8,250GP 


re a Bin uctdens 


Location: Inside the Asylum 
Dungeon, after completing the puz- 
zle with the 11 statues 


Armor Class:+1 Weight: 2 Value: 8,250GP 


SUL EEE 


Location: Inside Bodhi’s Dungeon, 
in the room with Pai’Na (in web 
t-1:4) 


Equipped Abilities: +10% bonus to hit points 
THACO: +1 


Armor Class:N/A Weight:2 Value: 8,250GP 


helm21 


Location: Inside the Domain of the 


Dragon, from the magic well atop 
the bridge 


Abilities: Sets fire, cold, and 
electrical resistance to 25% 


Armor Class:N/A Weight:2 Value: 8,250GP 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Special: No Missile Weapon Protection 


Armor Class:+1 Weight: 3 Value: 4GP 


in the 
Adventurer’s Mart 


Special: No Missile Weapon Protection 


Armor Class:+2 Weight:3 Value: 1,650GP 


Commonly available from 
enemies and in most shops 
dal coler-daleleimaarcme-lile 


Strength: 12 
Armor Class:+1 Weight: 7 Value: 11GP 


Location: From Ribald, in the 
Adventurer’s Mart 


CL. ca ee 


ArmorClass:+2 Weight:7 Value: 2,475GP 


sees se lis 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Special: +1 vs. Missile Weapons 


Armor Class:+1 Weight: 12 Value: 16GP 


shldo6é 


Location: From Ribald, in the 
Adventurer’s Mart 


Special: +1 vs. Missile Weapons 


Armor Class:+2 Weight:12 Value: 3,300GP 


shldo8 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Special: No Missile Weapon Protection 
Not usabie By: Mage 


Armor Class:+1 Weight: 2 Value: 1GP 


Location: From Ribald, in the 
Adventurer’s Mart 


Special: No Missile/ Piercing Protection 
Not usable By: Mage 


ArmorClass:+2 Weight: 2 Value: 412GP 





Large Shield +2 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Special: +1 vs. Missile Weapons | 


Weigh ‘Value: 5,775GP 


shldi9 


Small Shield +2 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


pecial: No Missile/ Piercing Protection 
 Weigt Value: 4,125GP 


shid28 


Medium Shield +2 


Location: From Ribald, in the 
Adventurer’s Mart 


shld29 


lue: 4,125GP 


Large Shield +1, +4 vs. Missles 


Location: Inside the Fire & Ice room 
_ in the Planar Sphere 


Armor Class Notes: +2 bonus, +5 vs. missile weapons 


Weight: 12 lue: 5,775GP 


Dragon Scale Shield +2 


| _ Location: Inside the Domain of the 
__ Dragon, after you assemble the 
_ mask and enter the tomb 


shld21 


Abilities: Sets fire, cold, and electrical 
resistance to 25% 
Armor C : _ Value: 4,125GP 


Sentinel +4 


_ Location: A merchant in the Drow 
- City will carry this item 


shld22 


Weight: 3 Value: 16,500GP 
shid23 Fortress Shield +3 


: Location: From Ribald, in the 
_ Adventurer’s Mart 


Special: +7 AC bonus vs. missile weapons 


Class:+4 Weight: 3 Value: 14,850GP 


Reflection Shield +1 


Location: On the first floor of the 
_ Asylum, in chest 


shld24 


pons back to their user 
Value: 4,125GP 


Shield of Harmony +2 


Location: From the Guildmistress 
_ inside Trademeet, after completing 


shld25 


Weight:2 Value: 8,250GP 


ringo3 


Saving Throws: 


| Saving Throws: +2 bonus 


shld26 Shield of the Lost +2 


=. _ Location: From Madulf the Ogre, 
+ after making a resolution with he 
and Minister Lloyd 


Special: +5% magical resistance 


Saving Grace +3 


- Location: Reward from Avatar, 
_ inside the Rift Dungeon as part of 
_ the Cult of the Unseeing Eye 


Value: 8,250GP 


shld27 


Useable By: All, Unless Otherwise Noted 
ringo2 Ring of Fire Resistance 


Location: From Ruhk the Transmuter 
inside the Domain of the Dragon 
(among other places) 


Fire Resistance: 4 
. Value: 2,475GP 


Ring of Animal Friendship 


Location: From Ribald, in the 
Adventurer’s Mart 


Special: Charm animal unless save vs. wands. 
Range: 4oft. Area: 1 Animal Duration: 10 turns 


Value: 577GP 


Ring of Clumsiness 


Location: You'll find this inside the 
Lich’s Tower, but don’t equip it! 


ringo4 


Special: Can only be removed by a Remove Curse Spell 


Dexterity: -50% Stealth: -50% 
Spells: 75% castin failure 
Armor Class: N// Value: 82GP 


Ring of Invisibility 


Location: City Gates, from the Lich 
in the basement of the inn 


ringo5 


Special: Wearer becomes invisible until an 
attack is made. This ability may be used 1/day. 


Value: 4,950GP 


ringo6 Ring of Protection +1 


_. Location: Irenicus’ Dungeon, inside 
_ the large statue at the end of the 
hall of traps (wand key puzzle) 


Value: 2,475GP 


Ring of Protection +2 


Location: From Aran Linvail, as a 
reward for completing one of his 
quests in chapter three 


ringo7 


Value: 11,550GP 


Usable Only By: Cleric, Druid 


Ring of Wizardry 


Location: You'll get this if you play 
a mage and pursue the mage 
stronghold quest (as a reward) 


Spell: Doubles the amount of 1st level spells a 


mage can memorize 
lue: 11,550GP 


Useable Only By: M 
Ring of Free Action 
Location: Inside the Asylum 


_ Dungeon, after completing the puz- 
zle with the Ancient Tome 


ringo8 


ringo9g 


Special: The wearer is immune to everything 
magical or otherwise, that affects mobility in 
any way, although he/she can still be hasted. 
Be aware, that this will also protect the wearer 
from beneficial effects, such as those received 
from Boots of Speed. Nuts! 


sa 


Ring of Energy 


Location: From Ribald, in the 
Adventurer’s Mart 


ring2o0 


Damage: 2D6 (no saves) 
Range: 120 ft. 


Value: 1,980GP 


ring21 Ring of Infravison 


Location: You'll find this inside the 
bar at Trademeet 


Special: The wearer gains the ability of 


Infravision up to 120ft. 


L ° 
. > 


Ring of Holiness 


Location: Complete the sculptor 
quest, and return to the temple for 
- your reward 


Spell: Grants an extra spell on each level from 1st to 4th 


ring22 


Value: 4,950GP 


Ring of Djinni Summoning 


Waver-1 (eli Fam Colt milicemeniicmaliececcin 
inside Aran Linvail’s lair 


ring26 


Special: Summons a Djinni 1/day 


alue: 3,300GP 


Ring of Fire Control 


Location: From Duergar, inside the 
“> Mind Flayer Dungeon 


ring27 


Equipped Abilities: 50% Fire Resistance 

Special Abilities: Charm Fire Elemental 

(+2 bonus to elementals saving throw) 

e Cast Burning Hands 1/day ® Cast Flamestrike 1/day 
Armor Class: N// Value: 4,950GP 








Ring of Air Control 


Location: From Ribald, in the 
Adventurer’s Mart 


ring28 


Special Abilities: « Charm Air Elemental 
(+2 bonus to elementals saving throw) 
e Improved Invisibility once per day 
Area: 1creature Duration: 10 rounds 


Value: 4,950GP 


d 


ring29 Ring of Earth Control 


Location: In the de’Arnise Hold, 
near the lion statues 


Special Abilities: « Charm Earth Elemental once 
per day (+2 bonus to elementals saving throw) 
* Stone to Flesh 


Ring of Human Influence 


Location: From Kalah, after killing 
we _ him atthe end of the Circus Quest 
_ in chapter one 


ring30 


Special Abilities: Charm person 1/day 
WieldersCHA: +15 


‘Value: 7.425GP 


Ring of Regeneration 


Location: Inside the Asylum 
Dungeon, after answering all of the 
riddles correctly (puzzle) 


Wearer: Regenerates 1 HP every 20 Sec. 


alue: 6,600GP 


ring31 


Ring of the Ram 


Location: Kill Tolgerias, inside the 
Planar Sphere 


ring33 


Damage: Once per day, inflict 5-30 hit 
points of damage to an opponent 


Value: 7,425GP 


Ring of the Spell Turning 


Location: Kill the Matron Mother, at 
the very end of the Ritual in chapter 
five 


Special Abilities: Cast Minor Spell 
Turning once per day 


: Value: 12,375GP 


ring34 


Ring of Lockpicks 


«, Location: You’ll find these in a few 
“oe places, but the first location is 
inside of the Thieves’ Guild 


Special Abilities: +25% lock picking 
Useable Only By: Thief 


ring35 


Value: 4,950GP 


ring36 Ring of Danger Sense 


Location: In the Planar Sphere, 
inside a small panel in the Power 
Core room 


Special Abilities: +25% trap det 
Armor Class: N/A alue: 4,950GP 


Ring of Gaxx 


Location: Kill Kangaxx the Demilich, 
_ after assembling all three pieces of 
_ his body 


Special Abilities: 

e Immunity to Disease and Poison 

Special Use: 

e Invisibility and Haste once per day 

Magic Resistance: +10% Saving Throws: +2 


Value: N/A 


ring39 


ring4o 


Special Abilities: Gives two extra 2nd, one 
extra 3rd, and one extra 4th level spell (snice!) 
Only Usable by: Mage 


Ring of Acuity 


Location: Kill Lavok, at the very end 
of the Planar Sphere quest 


Value: 6,600GP 


Useable By: All, Unless Otherwise Noted 


Bracers of Defense AC 8 


Location: Irenicus’ Dungeon, ina 
- small drawer within the master 
bedroom 


braco1 


| Value: 1,650GP 


Bracers of Defense AC 7 


- Location: Kill Elite Guard (with 
- Gaal) in the Cult of the Unseeing 
Eye 


| Value: 4,125GP 


Bracers of Defense AC 6 


Location: Kill Mekrath, inside 
Mekrath’s Tower 


Value: 4,950GP 


Bracers of Archery 


Location: Inside a small pile of 
bones at the Troll Hideout, in the 
Druid Grove 


THACO: +2 (missile weapons only) 
Not Usable By: Druid, Mage, Cleric 
Armor Class: N/A Value: 6,600GP 


Gauntlets of Ogre Power 


Location: Kill Entu, inside the 
Planar Sphere 


Strength: Set to 18/00 
Not Usable By: Thief, Mage 


braco6 


= 2 | Value: 10,725GP 


braco7 Gauntlets of Dexterity 


-" Location: In a small pile of bones in 
~ Ghoul Town, up past the Lich 


Dexterity: Set to 18 


fj | Value: 8,250GP 


ae esta) Sine 


bracog Gauntlets of Weapon Skill 


Location: Kill the Female Thrall, in 
the Astral Prison 


THACO: +1 bonus 


| Value: 6,600GP 


bracio Gauntlets of Weapon Expertise 


Location: Bodhi’s Dungeon (2nd 
visit), inside the large blood poll in 
the room with the spiked floor 


THACO: +1 bonus _ Damage: +2 bonus 


| Value: 9,900GP 


4 


brac11 Bracers of Binding 


Location: You'll find these crused 
” gloves in the Drow city of Ust’ 
F  Natha 


Special: Casting failure 75% 
THACO: +5 penalty Damage 


Value: 495GP 


brac13 Bracers of Defense AC 5 

«= __ Location: You’ll first stimble across 
sf these gauntlets in the Slums 
: sida 


a= 


| Value: 5,940GP 


Bracers of Defense AC 4 


Location: From Ribald, in the 
Adventurer’s Mart 


braci4 


Value: 8,250GP 


brac15 Bracers of Defense AC 3 


Location: From Ribald, in the 
Adventurer’s Mart 


| Value: 10,725GP 
i 


brac16 Bracers of Blinding Strike 


Location: Kill the Kuo-Toan Prince, 
in the Underdark (part of Mother 
Ardulace’s quest) 


j 


Abiliti 
Armor Class: N/A Value: 11,550GP 





brac17 Gloves of Pick Pocketing 


Location: From the Merchant in 
Trademeet 


Armor Class: N/A 


brac18 Gloves of Missile Snaring 


Location: From the Merchant in 
Trademeet 


AC: +2 bonus from issile attacks 


Armor Class:N/A 


Gauntlets of Crushing 


Location: Sahuagin City, from the 
King as a reward (or inside the 
Treasury) 


braci9 


Gloves of Healing 


Location: Complete Ryan Trawl 
quest, and return to the Temple 
District 


Special Abilities: Heal up to 10HP of damage 
and any Poison effect, 1/d 


Armor Class: N/A 


1) ¢: (ad) 


Useable By: All, Unless Otherwise Noted 


Necklace of Missles 


Location: From Camitus’ body, as 
part of the Buried Alive quest 


Note: Casts Magic Missile 


Armor Class: N/A _ 


amulo1 


Amulet of Protection +1 


_ Location: From Ribald, in the 
« Adventurer’s Mart 


Saving Throw: +1 


Armor Class: +1 Weight:N/A Value: 4,950GP 


amul14 


Shield Amulet 


_ Location: In the basement of the 
»  de’Arnise Hold, inside a trapped 
2 su! 


amuls5 


Uses: 1 Charge Range: Self 
Armor Class: Base set to 4 
Special: Bonus +2 AC vs. missile attacks 


Armor Class: N/A Value: 4,125GP 


amuls6 Amulet of Metaspell Influence 


, Location: Irenicus’ Dungeon, ina 
‘ cabinet near the Dryads 


Special: Memorize 1 extra level 2 spell 
Useable By: M 


Armor Class: N/A \ Value: 2,970GP 


Greenstone Amulet 


Location: Hidden in the Beholder 
Dungeon, in the Underdark 


amul17 


Special: This amulet confers the wearer pro- 
tection against all charm, confusion, fear, 
domination, ESP, detect alignment, hold, stun, 
psionics, sleep and feeblemind effects. 

The protection effect uses one charge each 
time it is used and will only last for one turn. 


Value: 16,500GP 


| Armor Class: N/A 
amulig Amulet of Magic Resistance 5% 
& . Location: You'll get this froma 
‘fegat Beholder in the Lower Reaches (as 
part of the Unseeing Eye quest) 


Magical Resistance: 5% 


Armor Class: N/A Value: 2,970GP 


amulz2o Kaligun’s Amulet of Magic Resistance 10% 


¢™ — Location: Ust’ Natha, from the mer- 
hana! chant in the Underdark 
ee 
we 
Magical Resistance: 10% 
Armor Class: N/A alue: 2,970GP 


Amulet of Power 


Location: If you take Bodhi’s quest 
and kill Aran Linvail, you’ll find this 
item on his corpse 


Abilities: Vocalize, Decrease Spell by 1, 
Immunity to Level 1 Drain 
Not usable By: Thief, Fighter 


Armor Class: N/A 


amul22 Periapt of Proof Against Poison 


Location: Kill Adratha, inside the 
tower in Druid Grove 


i 


ni = é 


Abilities: Cure poison once per day, Immune to poison 


‘Value: 4,125GP 


Periapt of Life Protection 


Location: This is yet another reward 
for finishing the Sculptor quest 


amul23 


Abilities: +3 bonus to all saves vs. death 
q 


Armor Class: N/A Value: 2,970GP 


Necklace of Form Stability 


amul24 
Location: Inside Mekrath’s Tower, in 
the Sewers beneath the Temple 


(). 
of District 


Special Abilities: +5 bonus to all 
saves vs. polymorph 
Armor Class: N/A 


Amulet of Spell Warding 


Location: From Elder Orb, inside the 
Beholder Dungeon in chapter five 


Abilities: +2 bonus to all saves vs. spells 


Armor Class: N/A 


amul25 


rodso3 


| Speed Factor: 1 


Useable By: Cleric, Mage 


Rod of Absorption 


a Location: Kill Vithal in the 
» —sUnnderdark, after his mini-quest 


rodso1i 


| Special Abilities: Spell absorption for 


four founds (one charge) 
Armor Class: N/A Vei: 


Value: 4,125GP 


rodso2 Rod of Lordly Might 


ies, Location: Sahuagin City, inside the 
m9 King’s treasury (you must get the 
“ae key first) 


Note: This rod may transform into any of the 
following weapons when used. Each weapon 
may also change back into the rod at will. 

@ Mace +2 

Special Abilities: Target must Save vs. spells 

(+5 bonus) or be affected by fear for four rounds. 


| THACO: +2 bonus Damage: +2 


© Flaming Long Sword +1 

Special Abilities: Target must save vs. spells 

(+6 bonus) or take 2D4 points of magical damage 
THACO: +3 Damage: +3 

© Spear +3 

Special Abilities: Target must save vs. spells 

(+6 bonus) or take 2D4 points of magical damage 
THACO: +3 Damage: +3 


Value: 8,250GP 


Rod of Resurrection 


— Location: From Ribald, in the 
Adventurer’s Mart 


Special: Resurrection (one charge) 
Usable By: Cle ic 


Value: 13,200GP 


Rod of Smiting 


Location: Ust’ Natha, from the mer- 
- chant in the Underdark 


rodso4 


Note: If a Golem is struck by the rod it must make a 
saving throw vs. death or be destroyed. 

Damage: 1D8 +3, +10 vs. Golems 

Damage Type: Crushing 

THACO: +3 bonus 
Proficiency Type: Quarterstaff (2-handed) 
Armor Class: N/A 


Rod of Terror 


- Location: City Gates, from the Lich 
_ inthe basement of the inn 


rodso5 


Note: Target must make a saving throw vs. spells 
(+4 bonus) or flee in terror (lasts four rounds) 
Damage: 1D6 +3, +10 vs. Golems, 

Damage Type: Crushing 

Speed Factor:1 | THACO:+3 bonus 
Proficiency Type: Quarterstaff (2-handed) 


Armor Class: N// 








Useable By: All, Unless Otherwise Noted 


Cloak of Protection +1 


Location: Planar Sphere, from the 
Sahuagin Baron (in the fishman 
room) 


Saving Throw: +1___ _ 


clcko1 


Cloak of Protection +2 


Location: Sahuagin City, inside the 
chest after you complete the Imp’s 
puzzle 


Saving T Throw: +2 


lue: 8,250GP 


clcko2 


Cloak of Displacement 


Location: From the merchant in 
Trademeet 


clcko3 


Armor Class: +4 vs. missile weapons 
cc Mal (death, breath, wand) +2 


Value: 5,775GP 


Cloak of the Wolf 


Location: Inside the Shade Lord 
Dungeon 


clcko4 


ies: = morph | into olf at will 
ass e Value: 6,600GP 


Cloak of Non-Detection 


Location: You'll get this from Amon 
of the Purple Brotherhood 


clcko6 


Special: Non-detectable by magical means 
such as Detect Invisibility 
Armor Class: N/A lue: 1,650GP 


Cloak of The Shield 


Location: Firkraag’s carcass, in the 
Domain of the Dragon 


clck20 


Note: Uses charge for attributes 

Special: +5 Armor bonus vs. missile weapons 
Special: +1 Armor bonus vs. missile weapons 
Duration: 1 turn Duration:1 turn 


Value: 4,125GP 


Cloak of Elvenkind 


Location: Inside cabinet near the 
Stone Horn in Suldanesslar, chapter 


clck23 


Value: 12,375GP 


Cloak of Reflection 


Location: You'll get this in the 
Sahuagin City, after taking out the 
rebel ambush 


Note sabes = electrical damage back to the source 


clck24 


rod Col be 


shane Ae Mage ( ingle, d 


Cloak of Stars 


Location: Kill the Shade Lord him- 
self, in the Shade Lord’s Dungeon 


fat (15 


Special eee Creates Six +5 darts/day 
lue: 10,725GP 


Cloak of Mirrors 


Location: From the Priestess, in the 
Sahuagin City (as part of the rebel 
ambush) 


Note: Reflects all spell damage back to the 
source. This includes offensive spells like 
Magic Missile, but not disabling (non-damage) 
spells such as Hold Person. 


clck26 


Value: 12,375GP 


clck27 Cloak of Sewers 


@2 __ Location: Kill the Rakshasa in the 
‘7, very center of the Sewer area, 
underneath the Temple District 


eens Self: Once per day, the wearer can 


| Si into a Rat, a Carrion Crawler, or an Ochre Jelly. 


Value: 6,600GP 


clck29 Robe of the Apprenti (Armor) 


Location: Mage Stronghold , one of 
_ the rewards 


Value: 990GP 


— Mage robe of Cold Resistance (Armor) 


.. Location: You'll find this at select 
\ shops throughout the land 
4 


Cold Resistance: +20% bonus 


Usable By: Mage (single, duel, & multi-class) 
Armor Class: N/A | Value: 495GP 


clck1o Mage robe of Fire Resistance (Armor) 
Location: Kill Mekrath, in Mekrath’s 


Fire Resistance: +20% bonus 
Usable oe Mage (single, duel, & multi- class) 


Value: 495GP 


clck11 Mage robe of Electric Resistance (Armor) 


Location: You'll find this at select 
shops throughout the land 


Electric Resistance: +20% bonus 


beta By: se (single, duel, & multi-class) 


| Value: 495GP 


Knave’s Robe (Armor) 


Location: From Ribald, in the 
Adventurer’s Mart 


Armor Class: +1 vs. slashing weapons 
Save vs. Death: +1 bonus 
[ & multi-class) 


Value: 465GP 


clcks3 Traveller’s Robe (Armor) 


£2 Location: From Aledrian, on the sec- 
- ond floor of Gaelan Bayle’s home 


Armor Class: +1 vs. missile weapons 
Saving Throws: +1 bonus vs. breath 
Usebis oy Mage (single, duel, & multi-class) 


Value: 990GP | 


Adventurer’s Robe (Armor) 


Location: Sion’s body, as part of the 
Slave Lord encounter 


clck14 


er. 


Armor Class: +1 vs. petrification/polymorph 
Saving Throws: +1 bonus vs. breath 
eae By: see (single, duel, & multi-class) 


Value: 990GP 


clck15 Robe of The Good Archmagi (Armor) 


Location: From the merchant in 
Trademeet 


Magical Resistance: 5% Saving Throws: +1 bonus 

Usable By: Mage (single, duel, & multi-class) 

with Good-Alignment 
Arm ass Value: 33,825GP 


clck16 Robe of The Neutral Archmagi (Armor) 


Ay Location: From the merchant in 


Magical Resistance: 5% Saving Throws: +1 bonus 

Usable By: Mage (single, duel, & multi-class) 

with Neutral-Alignment 
\rmor Class Value: 33,825GP 


— Robe of The Evil Archmagi (Armor) 


Location: Ust’ Natha, from the mer- 
chant in the Underdark 


Magical Resistance: 5% Saving Throws: +1 bonus 

Usable By: Mage (single, duel, & multi-class) 

with Evil-Alignment 
\rmor Class: Value: 17,325GP 


clckio 


Cloak of Bravery 


Location: The Nine Hells, as an evil 
“= — reward from the Demon of the fear 
me" trial 


Fire Resistance: +20% bonus 


alue: 495GP 





Useable By: All, Unless Otherwise Noted 


belto2 Golden Girdle 


#%m, Location: From Ribald, in the 
a Adventurer’s Mart 


Armor Class: +3 vs. slashing weapons 


a 


| Value: 2,475GP 


belto3 Girdle of Bluntness 


=. Location: Irenicus’ Dungeon, inside 
, chest after wand key puzzle 


Girdle of Piercing 


“2%, Location: Kill Kalah, as part of the 
 # Circus Quest in Waukeen’s 
Promenade 


belto4 


Armor Class Bonus: +3 vs. piercing weapons 
+ Value: 2,475GP 


belto5 Girdle of Gender 


* Location: You don’t really want this, 
»_., do you? | think we'll just let you 
‘= * find it on your own... 


Note: Turns you to the opposite sex 


We Value: 330GP 


‘+ Location: From Ribald, in the 
# Adventurer’s Mart 


Strength: Set to 


19 


belto7 Girdle of Stone Giant Strength 


Location: Suldanesslar, from one of 
the War Elves 


Strength: Set to 20 


ee eig N/A Value: 20,625GP 


belto8 Girdle of Frost Giant Strength 


Location: Kill the Demon Knights in 
the Kuo-Toan Dungeon, in the 
7 Underdark 
Strength: Set to 21 


\rmo! Value: 21,450GP 


Girdle of Fortitude 


-, Location: Kill Gaal, at the very end 
«= of the Cult of the Unseeing Eye 
bs = a mo 
Special Abilities: Once per day 
Constitution: set to 18 (lasts for 8 hours) 
SS: | Value: 10,890GP 


beltog 


magic resistance to 50% 





belt1o Belt of Inertial Barrier 


Location: From the merchant in 
Trademeet 


Abilities: +5 saves vs. breath weapons sets 


Value: 20,625GP 


Useable By: All, Unless Otherwise Noted 


Boots of Speed 


Location: In the Asylum Dungeon, 
by placing 15 tokens in the Token 
Machine puzzle 


Equipped Ability: Increases movement rate X 1.5 
| Value: 3,795GP 


booto1i 


Boots of Stealth 


Location: Inside Mae’Var’s secret 
bedroom chest, after you get the 
key from Edwin 


Move Silently: +20% Hide in Shadows: +15% 


booto2 


Not usable By: Fighter, Mage, Cleric, Druid 


Value: 2,475GP 


Boots of the North 


Location: In the Asylum Dungeon, 
by placing 10 tokens in the Token 
Machine puzzle 


Cold Resistance: +50% 


booto3 


Value: 1,485GP 


Boots of the Avoidance 


Location: During Amsi’s quest, if 
you choose to kill Reti (in the 
Bridge District) 


Armor Class: +5 vs. missile weapons 


Armor Class: N/ Value: 4,125GP 


booto4 


Boots of Grounding 


Location: In the Asylum Dungeon, 
_ by placing 10 tokens in the Token 
_ Machine puzzle 


Electric Resistance: +50% 


booto5 


Value: 1,485GP 


Boots of Elvenkind 


Location: Inside a drawer near the 
Elf with the Moonblade, in 
Suldanesslar 


Move Silently: +30% 


booto7 


Value: 4,125GP 


Boots of Phasing 


Location: In the Shade Lord 
_ Dungeon, from the imprisoned 
~ Shadow who strikes a deal with you 


Note: Wearer phases to arandom enemy every 
12 seconds (when an enemy is within sight) 


Value: 4,125GP 


booto8 


Speed Factor: 


Damage: 1D6 


Boots of Etherealness 


Location: Sahuagin City, inside the 
chest after you complete the Imp’s 
puzzle 


Etherealness: These boots can make a wearer 
ethereal for 30 seconds (once per day). This 
makes the wearer immune to ALL normal 
weapons. Spells may be cast, but no attacks 
may be made. 


Tilt) & bt 


Value: 8,250GP 


Useable By: All, Unless Otherwise Noted 


Quarterstaff 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1D6 Damage Type: Crushing 


Proficiency Type: Staff 
Value: 1GP 


stafo2 Quarterstaff +1 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage Type: Crushing 
Speed Factor: 4 
Proficiency Type: Staff (Two-handed) 


| : Value: 825GP 


stafos Staff of Striking 


Location: From the merchant in 
Trademeet 


Damage: 1D6+9 Speed Factor: 1 
Proficiency Type: Staff (Two-handed) 
ArmorClass:N/A We 4 | Value: 4,125GP 
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stafo6 


Location: From Ribald, in the 
Adventurer’s Mart 


THACO: +2 bonus 
Damage: 2D4+2 Damage Factor: 2 


Type: Quarterstaff (One-handed) 
ArmorClass:N/A  Weight:4 — Value: 2,475GP 


Location: From Xzar’s body, after 
completing the Harper’s Hideout 
quest (with Renfeld) 


THACO: +2 bonus 
Damage: 1D8+3 Speed Factor: 4 
Proficiency Type: Staff (Two-handed) 


ArmorClass:N/A Weight: 4 —_ Value: 6,600GP 


Location: From the merchant in 
Trademeet 


THACO: +3 Speed Factor: 1 
Damage: 1D6+3 Damage Type: Crushing 
Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:N/A = Weight: 4 ‘Value: 9,075GP 


Location: On a table in the Mind 
Flayer Dungeon, in the Underdark 


THACO: +2 bonus - 
Damage: 1D6 +2 Speed Factor: 1 
Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:N/A  Weight:3 —_ Value: 4,125GP 


stafio of Curing — 
: Location: Graveyard District, inside 
~ . one of the treasure tombs (south- 
“ east corner) 


THACO: +1 Damage: 1D6 +1 
Proficiency Type: Quarterstaff (Two-handed) 
Not usable By: Thief, Fighter, Mage 


Armor Class: +2 Weight:4 — Value: 4,125GP 


stafaa 


Location: Complete the Twisted 
Rune quest, and the most powerful 
Staff in the game is yours! 


e Invisibility, © Immunity to Charm, 

e Protection From Evil, © Fireball-Lighting Spell 
(combined lighting and fireball damage) 

Combat Ability (each hit): Dispels Magic 
Range: 150 feet Use: 1/day, Spell Trap 
Duration: 8 hours 

THACO: +1 bonus = Speed Factor: 4 
Damage: 1D6 +1 Damage Type: Crushing 
Saving Throws: +2 Only Usable By: Mages 
Proficiency Type: Quarterstaff (Two-handed) 


Armor Class: +2 Value: 66,000GP 


Weight: 4 
f Location: Mage Stronghold, one of 
the rewards 











di 
ee 


Abilities (one charge): 

© Globe of Invulnerability 

Duration: 1 round per level 

Area: 5-foot-radius sphere Range: User 
Grants immunity to 1st and 4th level spells 

e Lighting Bolts of Paralyzation 

Damage: 1D6 Range: 140 yards 
Saving Throws: For half damage also stuns (no 
save) the target for 5 rounds 

THACO: +2 bonus Speed Factor: 1 
Damage: 1D6 +2 Damage Type: Crushing 
Saving Throws: +2 Only Usable By: Mages 
Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:+2 Weight: 1 Value: 4,125GP 


Asylum, ina 
locked chest in Jon’s bedroom 


Abilities (one charge): 

e Lightning Bolt 

Saving Throws: Spells for half damage 
Damage: 1D6 Range: 140 yards 

e Call Lightning Strike 

Damage: 3D8 per strike 

e Thundercap (10% chance on a successful strike) 
Range: Melee, Saving Throws vs. spells or be 
stunned for two rounds 

THACO: +2 bonus Speed Factor: 1 
Damage: 1D6 +2 Damage Type: Crushing 
Saving Throws: +2 

Only Usable By: Clerics, Druids 

Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:+2 Weight: 4 | Value: 4,125GP 


Rillifane, after completing the main 
quest in Suldanesslar 


¢ Barkskin (AC3) « Enhanced Charm Animal 
e Summon Shambling Mound 

Duration: 5 minutes 

Saving Throws: save vs. spells with a -4 penalty 
THACO: +4 bonus Speed Factor: 1 

Damage: 1D6 +4 Damage Type: Crushing 
Saving Throws: +2 Only Usable By: Druids 
Proficiency Type: Quarterstaff (Two-handed) 


















Value: 11,550GP 


ArmorClass:+3 Weight: 2 








Location: mal the Master Thrall, 
inside the Astral Prison 


lf an air elemental is hit it must save vs. spell | 
or be destroyed 

¢ Summon an 8HD Air Elemental 

Duration: 3 rounds 
THACO: +2 bonus 
Damage: 1D6 +2 
Saving Throws: +2 
Proficiency Type: Quarterstaff (Two-handed) 


Speed Factor: 1 
Damage Type: Crushing 


ArmorClass:N/A Weight:4 — Value: 4,125GP 


staf16 


Location: Ust’ Natha, 
chant in the Underdark 


lf an earth elemental is hit it must save vs. 
spell or be destroyed 

¢ Summon an 8HD Earth Elemental 

Duration: 1 hour 

Damage: 1D6 +2 Damage Type: Crushing 
Saving Throws: +2 THACO: +2 bonus 
Proficiency Type: Quarterstaff (Two-handed) 


Armor Class: N/A Weight: 4 Value: 24,750GP 


Location: Planar Sphere, from the 
Demon (outerworld) 


If a fire elemental is hit it must save vs. spell or 
be destroyed 

¢ Summon an 8HD Fire Elemental 

Duration: 1 hour Speed Factor: 1 

e Fire Shield (Red) a protective shield that sur- 
rounds the wielder of the staff as per the 4th 
level Wizard spell Fire Shield (Red) 

Damage: 1D6 +2 Damage Type: Crushing 
Saving Throws: +2 THACO: +2 bonus 
Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:N/A = Weight: 3 Value: 4,125GP 


stafi8 


Location: From Ribald, in the 
Adventurer’s Mart 


THACO: +2 bonus _ Speed Factor: 1 
Damage: 1D6 +2 Damage Type: Crushing 
Proficiency Type: Staff 


ArmorClass:N/A Weight: 3 Value: 4,125GP 


Location:.From Ribald, at the 
Adventurer’s Mart 


THACO: 43 Speed Factor: 1 
Damage: 1D6 +3 Damage Type: Crushing 
Proficiency Type: Quarterstaff (Two-handed) 


ArmorClass:N/A Weight: 3 Value: 9,075GP 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D6 +4 Damage Type: Crushing 
Speed Factor: 1 
Proficiency Type: Quarterstaff (Two-handed) 


THACO: +1 Weight: 3 Value: 22,275GP 


“ » i 


Damage Type: Crushing Type: One-handed 
Not usable By: Druid, Mage, Thief 


“ Location: Commonly found on ene- 
4 mies and in shops throughout the 
| land 


Damage: 1D4+1 
THACO: N/A 


Speed Factor: 4 
Weight: 6 Value: 3GP 


f Location: Commonly found on ene- 
mies and in shops throughout the 
‘ land 


Damage: 1D4+1 Speed Factor: 4 


THACO;: +1 Weight: 6 Value: 2,475GP 


«Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D4+3, +1 electrical Speed Factor: 4 


THACO: +2 Weight:6 — Value: 7,425GP 


hammo4, r Hammer +: 
Location: You'll find this inside th 
de’ Arnise Hold, as part of Nalia’s 
_ quest 


THACO: +1, +4 vs. Giant Speed Factor: 2 
Damage: 1D4 +2, +5 vs. Giants 


THACO: +1 Weight: 8 Value: 5,907GP 


Location: From Ribald, in the 
Adventurer’s Mart 


Note: a electric damage Damage: 1D4+3 
Speed Factor: 2 


THACO: +1 Value: 4,950GP 


Weight: 5 


Location: From the merchant in 
y Trademeet 


Note: Returns to Thrower after used 
Damage: 2D4 +3, +8 damage to giants and ogres 
Speed Factor: 1 Not usable: Non-dwarves 


THACO: +3 Weight: 4 Value: 19,800GP 


Location: In the mini-Mind Flayer 
Dungeon, as part of the Sewers 
underneath the Temple District 


Speed Factor:1 Damage: 2D4 +3 
Proficiency Type: Quarterstaff (One-handed) 
Requires: 18 STR 


THACO: +3 Value: 16,500GP 


Weight: 4 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D4+3 Speed Factor: 4 


Type: One-Handed 


THACO: +2 Weight: 6 Value: 4,950GP 


Moyer: Late) m Cromwell, after brin- 
ing him the necessary ingredients 
plus 10,000GP 


¢ Adjusts user to 25 STR, ® Kills Stone Golems, 
Clay Golems, Ettins, and Trolls on first hit 
Damage: 2D4+3 Speed Factor: 1 

Type: One-Handed 


THACO: +5 Value: 25,575GP 


Damage Type: Piercing Type: One-handed 
Not usable By: Druid, Cleric, Mage 


Weight: 4 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1D6 Speed Factor: 3 


THACO: N/A Weight: 3 Value: 16GP 


Location: Commonly found on ene- 
\ mies and in shops throughout the 
t land 


Damage: 1D6 
THACO: +1 


Speed Factor: 2 


Weight: 3 Value: 1,320GP 


| Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D6+2 Speed Factor: 1 


Value: 4.950GP 


THACO: +2 Weight: 3 


Location: mal NECAETA at the end of 
the Renal Bloodscalp quest 


Damage: 1D6+3 Speed Factor: o 


THACO: +3 Value: 11,550GP 


Weight: 3 


Location: Kill the Female 
inside the Astral Prison 


/~ 
Damage: 1D6+2 Speed Factor: o | 


THACO: +2 Weight: 2 Value: 6,600GP 


Location: From Jermien (the Cowled 
Wizard), in the Umar Hills 


Note: Casts Mirror Image once per day 
Damage: 1D6+1 Speed Factor: 2 


THACO: +1 Weight: 2 _-Value: 12,375GP 


Location: You’ll be ambushed by a 
group of thugs in Athlatka, one of 
which has this sword 


e Wearer is immune to Hold Person © Once per 
day can haste the character for 12 seconds 
Damage: 1D6+2 Speed Factor: 1 


THACO: +2 Weight: 2 | Value: 16,500GP 


Location: Inside Bodhi’s coffin, after 
you kill her (the last time) 


Damage: 1D6+4 Speed Factor: 1 


THACO: +4 Weight: 2 | Value: 18,150GP 


Damage Type: Slashing Type: One-handed 
Not Usable By: Druid, Cleric, Mage 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Damage: 1D8 Speed Factor: 5 


THACO: N/A | Weight: 4 Value: 24GP 


a 


Location: Commonly available from 
enemies and in most shops 
throughout the land 


Damage: 1D8+1 Speed Factor: 4 
THACO: +1 Weight:4 | Value: 2,062GP 


swiho6 | 


~ . Location: From Ribald, in the 
“age® = Adventurer’s Mart (under his spe- 
@ @%& cial wares) 


Special: +1 Cold 
Damage: 1D8+2 Speed Factor: 3 


THACO: +2 Weight: 3 Value: 7,012GP 





Flame Tongue 


Location: You'll find this in Druid 
_ Grove (it’s a handy tool against 
those Trolls!) 


Dariage: 1D8+1, +2 vs. regenerating creatures, 
+3 vs. cold/fire creatures, +4 vs. undead 


Speed Factor: 
| THACO: N/L Value: 7,837GP 


Daystar 


*, . Location: City Gates, from the Lich 
_ underneath the inn (past secret 
; door) 


Note: Cast Sunray once per day Range: 20 ft. 
Area: 20 ft. radius Speed Factor: 3 

THACO: +2, +4 vs. evil creatures 

Damage: 1D8 +2, +4, vs. evil creatures, does 
double damage against undead 


swih31 


Value: 16,500GP 
swih32 DragonSlayer 


Location: Domain of the Dragon, 
after you assemble the burial mask 
and enter the tomb 


Note: Immunity to Fear ¢ Regenerate 1 hit point 
every 10 rounds ¢ Detect Invisible (once per day) 
mt 1D8 +2 Speed Factor: 3 


Value: 20,625GP 


Ras +2 


Location: From the merchant in 
Trademeet 


swih33 


Note: This dancing sword can attack on its own 
for 4 rounds 
cb 1D8 +2 Speed Factor: 3 


Value: 20,625GP 


elie 3 Adjatha the Drinker +2 


= __Location: Kill the Warden (main 
7+ _ boss), inside the Astral Prison 


Note: Wielder immune to Charm and Domination 
spells ¢ Each hit heals the wielder 1 HP 
Damage: 1D8+2 Speed Factor: 3 


Value: 5,775GP 


Namarra +2 


Location: You'll find this sword in 
one of the treasure tombs, inside 
the Graveyard District 


swih36 


Note: Casts Silence 15’ Radius 3 times per day 
Damage: 1D8 +4 Speed Factor: 3 


Value: 16,500GP 


Blade of Roses +3 


Location: From Bernard the mer- 
chant, at the Copper Coronet 


swih4o 


Equipped Abilities: 
CHA: +2 Damage: 2D4+3 Speed Factor: 2 


Value: 11,550GP 


Damage: 2D4 


a is 2D4+3 Speed Factor: 7 


Sword of Flame +1 


2 Location: From Bernard the mer- 
, chant, at the Copper Coronet 


swih53 


Damage: 1D8+1, firedamage Speed Factor: 5 


The Equalizer 


Location: From Cromwell, after brin- 
ing him the hilt, blade, and pommel 
gem 


THACO & Damage: 

e vs. True Neutral: +0 to hit, +o damage vs. 
Chaotic Neutral, Lawful Neutral +1 to hit 

e +2 damage vs. other alignments: +3 to hit, 
+6 damage Speed Factor: 3 

Note: You’ll need to find all THREE pieces of 
the Equalizer before finally transforming it into 
the sword. See page ??? for details 


swih54 


Value: 11,962GP 


Damage Type: Slashing Type: One-handed 
Not usable By: Druid, Cleric, Mage, Thief 


Bastard Sword 


Location: Commonly found on ene- 
mies and in shops throughout the 
‘Cure 


Speed Factor: 8 
THACO: N/A Value: 41GP 


swiho2 Bastard Sword +1 
_- Location: Irenicus’ Dungeon, from 
# Cambion trapped in bubble 
Speed Factor: 7 
Value: 4,125GP 


Damage: 2D4+1 


—o Bastard Sword +1, +3 vs. Shapeshifters 


_ Location: Hendak will give this to 
_ you as a reward for helping him 
“overthrow Lehtinan IEW Ae) 


Damage: 2D4 +1, +3 vs. Shapeshifters 
Speed Factor: 7 


alue: 6,600GP 


Albruin +1 


» .Location: Underdark, part of the 
_ iron sphere quest, after you cure 
a the insane mage 
Note: Detect /nvisibility once per day, 
Protection from poison while wielded 


Value: 16,500GP 


swi1h37 Taragarth +2 


- Location: You'll find this sword 
available from a Drow merchant, in 
_ the town of Ust’ Natha 


Note: 50% fire resistance ¢ Non-Detection 
Damage: 2D4+1 ed Factor: 7 


Value: 36,300GP 


Jhor the Bleeder +2 


___ Location: From Madman Aganalo, in 
=, the underdark (part of iron sphere 
- quest) 


Note: Two extra HP damage every round, until 
10 HP of damage done ® Detect Invisible (4/day 
ee cee +2 Speed Factor: 6 


swih38 


Value: 18,150GP . 


swih39 Blade of Searing +3 


Location: If you manage to kill 
___ Laesonar, inside the fighting arena 
~ in the town of Ust’ Natha 


‘Note: One extra point of fire damage 


Damage: 2D4+3 Speed Factor: 5 


lue: 16,500GP | 


Bastard Sword +2 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Damage Type: Slashing Type: One-handed — 
Not usable By: Cleric, Mage, Thief 


Scimitar +3: Frostband 


— a Location: From Drizzt, only if you 
a ~ choose to attack and kill him 


Value: 12,457G° 


swihi6 


~ - 
xy 


Damage: 1D8 +3 Speed Factor: 2 
Special: +2 Armor Class bonus 


Scimitar +5: Defender 


Location: It’s Twinkle! From Drizzt, 
only if you attack and kill him 


Not aes By: Evil or Neutral Alignment 


Value: 18,150G° 


aT Vou Hnow? 


We’re sure that most of you are familiar with 
the Adventurer’s Mart in Waukeen’s 
Promenade, right? After all, it’s the best darn 
shop in all of Athlatka! 


What you might not have known however, is 
the fact that Ribald’s stock will change once 
during the course of the game (after you 
emerge from the Underdark), at which point 
you can ask to see his “Special Wares.” 


If you’ve got the coin, and you’re in the mar- 
ket for some of the best equipment available 
from a shop, swing on by and tell Ribald that 
Versus Books sent ya! 





Location: Commonly found on ene- 
mies and in shops throughout the 
land 


A 


Damage: 1D8 Speed Factor: 5 


THACO: N/A Weight: 4 Value: 90GP 


Location: Commonly found on ene- 
mies and in shops throughout the 


~ land 


Damage: 1D8 +1 
THACO: +1 


Speed Factor: 5 
Weight: 4 Value: 1,650GP 


_ the Djinni inside his tent (only if you kill 
A him, or bring him the Rakshasa head) 


Speed Factor: 3 
Weight: 4 — Value: 1,980GP 


Damage: 1D8 +2 
THACO: +2 


‘Location: You’ll find this blade in 
chapter five, in the Sahuagin City 


Note: Speed +2 @ Sets attack to +1 per round 
Damage: 1D8+2 Speed Factor: o 


THACO: +2 Weight: 3 Value: 4,950GP 


n: This is Elhan’s blade, the 
leader of the War Elves 


Equipped Abilities: Vocalize 

Combat Abilities: Any bard hit must make sav- 
ing throw vs. spells with a -4 penalty or die 
Damage: 1D8+1 Speed Factor: 4 


THACO: +1 Weight: 5 Value: 4,950GP 


+ 
a 


Zn 


Damage Type: Slashing/Piercing Type: One-handed 
Not usable By: Druid, Cleric, Mage 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1Di0 Speed Factor: 6 


THACO: N/A Weight: 4 Value: 825GP 


From Ribald, n the ia 
: Adventurer’s Mart 
_ 
THACO: +1 bonus Damage: 1D10+1 Speed Factor: 4 


THACO: A Weight: 6 Value: 1,650GP 


Location: Asylum Dungeon, from 
the Troll boss behind the troll paint- 


ing 


Armor Class: +2 bonus against slashing weapons 
Damage: 1D10+2 Speed Factor: 2 
Value: 4,125GP 


THACO: +2 Weight: 4 


| Location: Commonly found on ene- 
mies and in shops throughout the 
land 


\ 


Damage: 1D8 Speed Factor: 4 


THACO: N/A Weight: 6 Value: 82GP 


Location: From Ribald, in the 
~*~ Adventurer’s Mart 
Damage: 1D8 +1 Speed Factor: 4 
THACO: +1 + #£Weight: 4 Value: 2,475GP 


Location: Commo ly found on ene- 
mies and in shops throughout the 
“= land 


Damage: 1D8 Speed Factor: 4 


THACO: N/A __— Weight: 5 Value: 19GP 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D8 +1 Speed Factor: 4 


THACO: +1 Weight:5 Value: 1,650GP 


Location: Kill Koshi, as part of the 
Slave Lord encounter (Temple 
ao uae) 
Lightning Strike: once per day ® Blindness: 
once per day * Booming Thunder: whenever 
the sword strikes an opponent (stun Saves vs. 
Spell), Shocking Blow chance when sword 
strikes an opponent (5% chance of 20 addi- 
tional electrical damage) 
Damage: 1D10+3 Speed Factor: 1 


THACO: +3 | Value: 12,870GP 


Damage Type: Slashing Type: Two-handed 
Not usable By: Druid, Cleric, Mage, Thief 


Weight: 3 


‘Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage:1Di0 Speed Factor: 10 


Value: 82GP 


THACO: N/A Weight: 15 


Location: Commonly found on ene- 
mies and in shops throughout the 


f ~ Ee hare| 


Damage: 1D1i0 +1 
THACO: +1 


Speed Factor: 9 
Weight:12 Value: 1,485GP 


_,» Location: Den of the Seven Vales (in 
_ Waukeen’s Promenade), from 
™ Smaeluv Orcslicer 


THACO: +3 bonus Damage: 1D10 +3 

Speed Factor: 10 

Note: Causes the wielder to go berserk and can 
only be removed with Remove Curse spell 


THACO: A Weight:15 | Value: 1,650GP 


Location: City of Ust’ Natha, from 


the merchant 


e Fireball 

There is a 5% chance per hit that a 10D6 fire- 
ball explodes, centered on the target 

e Flesh to Stone 

All Ogres when hit must save vs. spells of be 
turned to stone THACO: +3 bonus 
Damage: 1D10 +3 Speed Factor: 7 


THACO: A Weight: 10 | Value: 16,500GP 


Location: Kill the Demon Knights in 
the Kuo-Toan Dungeon, in the 
_ Underdark 


Note: Each hit inflicts a cumulative 2 point 
penalty to the enemies’ THACO 

Duration: 20 rounds THACO: +4 bonus 
Damage: 1D10+4 Speed Factor: 6 

Not usable By: Good aligned characters 


THACO: A Value: 20,625GP 


Weight: 10 


Warb UC 


Location: From Ribald, in the 
Adventurer’s Mart (from his special 
wares) 


Damage:1D12+4 Speed Factor: 6 


THACO: +4 Weight: 11 Value: 28,875GP 


Location: Kill Firkraag, in the | 
Domain of the Dragon (quite the 
task indeed) 


e 50% Magic Resistance e +5 damage to chaot- 
ic evil opponents in addition to other bonuses 
e Dispel Magic whenever the sword strikes an 
opponent 

Damage: 1D12+5 Speed Factor: 5 

Only Usable By: Paladins 


THACO: +5 Weight: 7 Value: 33,000GP 


Location: From Malaag the Djinni, 
after brining him his Lamp (from the 
Dryads) 





Location: Asylum Dungeon, from 
' _ the Mind Flayer behind the Mind 
. Flayer painting 


Note: 10% Magic Resistance 
Damage: 1D10 +4 extra damage to chaotic evil 
opponents Speed Factor: 8 


THACO: +2 Weight: 10 Value: 8,250GP 


Location: Finish Quallo’s quest, and 
get the sword from the sewer pipe 
_ puzzle (with all four ingredients) 


Note: A talking sword? Nuff said! 
Damage: 1D10+3 Speed Factor: 8 


THACO: +3 Weight:10 Value: 3,300GP 


: Location: From cianwell after you 
“4. bring him both the hilt and the 
ea“ blade of the Silver Sword 


Note: 15% chance each hit that the target must 
make a saving throw vs. death (-4 penalty) or die 
THACO: +3 bonus Damage: 1D10 +3 

Speed Factor: 10 


THACO: A Weight: 15 Value: N/A 


i Jt 


Damage Type: Piercing Type: Two-Handed 
Not usable By: Cleric, Mage, Thief 


spero1 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1D6 
THACO: N/A 


Speed Factor: 6 
Weight: 5 Value: 1GP 


spero2 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D6+1 Speed Factor: 5 


THACO: +1 Weight: 5 Value: 1,650GP 


spero3. 


ocation: Kill Riti, in the Underdark 
(as part of the iron sphere quest) 


Note: Cursed! Three points of piercing damage 
inflicted upon the wielder every successful hit 
Damage: 1D6 +3 Speed Factor: 6 


THACO: +3 Weight: 5 Value: 3,300GP 


spero5 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: 1D6 +2 Speed Factor: 4 


THACO: +2 Weight: 3 Value: 2,475GP 


Location: From Ribald, in the 
Adventurer’s Mart (under his =e 
cial wares) 


Danes 1D6 +3 
THACO: +3 


Speed Factor: 3 
Weight: 3 ‘Value: 3,300GP 


Location: Druid Gr ve, ins de the 
Troll hideout, in a small pile of 
bones 


Note: Immunity to Charm and Hold Person +3 
to all saves vs. death 
Damage: 1D6 +2 


THACO: +2 


Speed Factor: 4 


Weight: 3 Value: 2,475GP 


Location: Sahuagin City, kill the 
Sahuagin King (help Prince 
_ Villynaty) 


Daniage: 1D6 +3, +10 piercing damage 
Speed Factor: 4 


THACO: +3 Weight:10 Value: 3,300GP 


sperog: ? on 
acai Bodhi’s Dungeon, acide: 


rs trapped coffin with Skeleton 
a Warrior 


Damage: 1D6+1 (+1 electrical) Speed Factor: 5 


THACO: +1 Weight: 3 = Value: 5,445GP 


sperio 


Location: Ust’ Natha, from merchant 
in town square 


Damage: 1D6 +4, +4 poison damage 
Speed Factor: 6 


THACO: +4 Value: 16,335GP 


Weight: 5 


Damage Type: Crushing Type: One-Handed 
Not usable By: Druid, Mage, Thief 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1D6 +1 Speed Factor: 7 


THACO: N/A Weight: 8 Value: 13GP 


mses From Ribald, in the 
Adventurer’s Mart 


Damage: 1D6 +1 
THACO: +1 


Speed Factor: 7 
Weight:8 Value: 2,475GP 


bluna2 


Location: Ina pool of blood inside 
4 Bodhi’s Dungeon (very useful 
weapon!) 


Note: 2-12 (+4) damage to Undead, plus they 
must make a saving throw vs. death (-4 penal- 
ty) or be utterly destroyed 

Damage: 1D6 +2 Speed Factor: 6 


THACO: +1 Weight:8 — Value: 7,425GF 
blun18 » 


Location: From Goldander, after 
helping him with his quest (in the 
Underdark) 


patiaee: 1D6 +4, +2 extra damage to 


humanoid creatures 
THACO: +3 bonus 


THACO: A 


Speed Factor: 4 


Weight:6 Value: 8,250GP 


Location: From Bernard, inside the 
_ Copper Coronet 


Note: Increase wielder’s STR to 18 
Damage: 1D6 +3 Speed Factor: 5 


THACO: +2 Weight: 7 Value: 5,775GP 
blun20 
Location: After completing the Cult 
of the Unseeing Eye quest (from 
your respective temple) 


Note: A creature hit by this mace must make a 
saving throw vs. spells at +3 or be slowed for 
12 seconds 
Damage: 1D6 +2 


THACO: +1 


Speed Factor: 6 


Weight: 8 Value: 4,950GP 


blun21 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
ft cial wares) 


Damage: 1D6 +3 
THACO: +2 


Speed Factor: 5 
Weight: 9 ‘Value: 4.125GP 


Damage Type: Crushing Type: One-Handed 
Not usable By: Mage 


bluno1 : 


Location: Commonly fawiid on ene- 
mies and in shops throughout the 
land 


Damage: 1D6 
THACO: N/A 


Speed Factor: 4 
Weight:3  —-~ Value: 1GP 


Location: One of the rewards from 
_ the Druid Stronghold 


THACO: a +3 VS. unnatural creatures 
Damage: 1D6 +1, +3 unnatural creatures, +1 
aciddamage  Type:Club Speed Factor: 3 


THACO: A | Weight: 3 Value: N/A 





blun22 Club +3: Blackblood 


; fo Location: Kill the Rangers looking 
for Valygar, in the Umar Hills (also 
) available in Trademeet) 
Damage: 1D6 +3, +3 acid damage 
THACO: +3 bonus Speed Factor: 4 


| Value: 16,500GP 


blun23 Bone Club +2, +3 vs. Undead 

: Location: Asylum Dungeon, after 
completing puzzle 

THACO: +2, +3 vs. Undead 

Damage: 1D6 +2, +3 vs. Undead 

Speed Factor: 

| THACO: & Value: N/A 


Club +2: Gnasher 


Location: From Delok, right before 
you enter the Druid Grove to fight 
Faldorn 


Damage: 1D6+2 _ Speed Factor: 4 


“Damage Type: Crushing Type: One-Handed 
Not usable By: Druid, Mage, Thief 


Flail 


Location: Commonly found on ene- 
_. mies and in shops throughout the 
land 


Damage: 1D6 + Speed Factor: 7 
THACO: N/A alue: 24GP 


bluno3 Flail +4 


te Location: From Ribald, in the 
_ Adventurer’s Mart 


ee 


bluno2 


¥ 
sy 
A. 


Damage: 1D6 +2 Speed Factor: 6 


Weight: 12 Value: 3,300GP 


bluno6 


Morning Star 


Location: Commonly found on ene- 
a mies and in shops throughout the 
a ETare! 


Damage: 2D4 Speed Factor: 7 


¥THACO: n/: _ Value: 16GP 


Morning Star +1 


Welor-l delim a celimele-la@ut-lac mail (mi 
— the Slums District 


bluno7 


Damage: 2D4 +1 Speed Factor: 7 


Value: 2,970GP 


blun13 Flail +2 


Fe Location: From Ribald, in the 
Adventurer’s Mart 


Speed Factor: 5 


Damage: 1D6 +2 
“UAC: «- lue: 4,950GP 


blun14 Flail of the Ages +3 


Location: The de’Arnise Hold, after 
, ™ you take all three pieces and bring 
= — them to the forge in the basement 


Note: A chance each hit that targets will be 
slowed (no saving throw) 

Damage: 1D6 +4, +1 Acid Damage, +1 Cold 
Damage, +1 Fire Damage Speed Factor: 4 
Note: This Flail is the most desirable form of the 
Flail of the Ages, which comes in many forms. 
Place all three heads together, and you'll have 
this most incredible weapon. 


Value: N/A 


Morning Star +2 


Location: From Ribald, in the 
te Adventurer’s Mart (under his spe- 
cial wares) 


Damage: 2D4 +2 Speed Factor: 7 
THACO: +2 Value: 4,125GP 


blun16 The Sleeper +2 


® Location: From Bernard the mer- 
- chant, at the Copper Coronet 


Note: Any human or demi-human (excluding 
Elves) hit by the Sleeper must Save vs. poison 
with a +4 bonus or fall asleep for 18 seconds 
Damage: 2D4+2 Speed Factor: 5 


Value: 5,775GP 


bluns7 Wyvern’s Tail +2 


“Location: Kill Draug Fea, in the 
Sewers beneath the Temple District 


Note: Victims must make a saving throw vs. 
poison or take 5 HP of poison damage 
Damage: 2D4+2 Speed Factor: 5 


Damage Type: Missile Type: Two-Handed 
Not usable By: Druid, Cleric, Mage, Thief 


Heavy Crossbow 


Location: Commonly found on ene- 
i, mies and in shops throughout the 
ae Flare 


Damage: +2 (missile) Speed Factor: 10 
ACO: | Value: 82GP 


xbowo1 


Heavy Crossbow +1 


: Location: From Ribald, in the 
* *, Adventurer’s Mart 


Damage: +3 (missile) Speed Factor: 9 


: | : Weight: 9 | Value: 4,950GP 


xbowo3 Heavy Crossbow of Accuracy +5 


Location: You'll find this on the cap- 
_ tain of the Beholder Cult (as part of 
the Unseeing Eye quest) 


Damage: +2 (missile) Speed Factor: 7 
HACO: + Value: 12,540GP 





Light Crossbow 


Location: Commonly found on ene- 
=, mies and in shops throughout the 
¥ ~ land 


Speed Factor: 5 


Value: 57GP 


Light Crossbow +1 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: +1 (missile) Speed Factor: 4 


Weight: 6 Value: 4,125GP 


xbowos 


Light Crossbow of Speed 


Location: From Bernard, the mer- 
chant in the Copper Coronet 


xbowo6 


Damage: +1 (missile) Speed Factor: 5 


| Value: 9,900GP 


Heavy Crossbow +2 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: +4 (missile) Speed Factor: 8 
| THACO: +2 | i Value: 7,425GP 


xbowo8s Giant Hair Crossbow +3 


Location: From Ribald, in the 
Adventurer’s Mart 


Damage: +5 (missile) Speed Factor: 7 


3 Weight: 11 | Value: 14,850GP 


Light Crossbow +2 


Location: From Ribald, in the 
we Adventurer’s Mart (under his spe- 
=~ cial wares) 


Damage: +2 (missile) Speed Factor: 3 


:+2  Weight:5 _— Value: 4,950GP 


xbowi0 Necaradan’s Crossbow +3 
Ss _ Location: Underdark, reward from 
vw % Silver Dragon 


poo ie 


Equipped Penalties: -2 STR penalty 
Damage: +4 (Missile) Speed Factor: 6 


Weight: 9 . Value: 7,425GP 





Crossbow of Affliction +4 


Location: Inside Drush’s Tower, after 
defeating Deirex the Lich (and 
meeting Jarlaxle) 


Damage: +1 (Missile) Speed Factor: 5 
 THACO: - | Value: 57GP 


Heavy Crossbow of Searing +1 


xbow13 


xbow14 
+" Location: From Ribald, at the 


uae ‘ Adventurer’s Mart 


Damage: +3 (Missile) Speed Factor: 9 


A Value: 11,550GP 


Damage Type: Missile Type: Two-Handed 
Not usable By: Druid, Cleric, Mage 


Short Bow 


Lon Location: Commonly found on ene- 
mies and in shops throughout the 


™ land 


Speed Factor: 6 


Value: 49GP 


ye 5 arn f 
JAgL ae :? 
‘Ge Si 


Short Bow +1 


Location: From Ribald, in the 
Adventurer’s Mart 


Speed Factor: 5 


Value: 577GP 


bowo6 


* 
* 
TLIACO. . 
fr a gee +] 


Tuigan Bow +1 


Location: Kill the Beastmaster, in 
the Copper Coronet 


Note: Three shots per round of attack 
Damage: +1 Speed Factor: 5 


Value: 5.775GP 


bow15 Tansheron’s Bow +3 


-. Location: From the merchant in 
. a _Trademeet 
“4 


Note: This powerful bow requires no ammuni- 

tion — it uses Phantom Arrows of Its own. 

Speed Factor: 3 
THACO: +3 Value: 8,250GP 


bow18 Short Bow +2 


i Location: From Ribald, in the 
.’,  Adventurer’s Mart 
Speed Factor: 5 


| Value: 3,630GP 


bowi9 Short Bow of Gesen 


oy. Location: From Cromwell, after 
‘4, bringing him both the shaft and the 
“string of Gesen 


Note: Grants user 20% resistance to 

electrical damage 

Speed Factor: 4 
THACO: +2 Value: 12,375GP 


Damage Type: Missile Type: Two-Handed 
Not usable By: Druid, Cleric, Mage, Thief 


Note: Composite Bows are NOT useable by Bards 


Composite Long Bow 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: +1 Speed Factor: 7 
alue: 165GP 


Composite Long Bow +1 


Location: From Ribald, in the 
Adventurer’s Mart 


bowo1 


bowo2 


Damage: +1 Speed Factor: 6 


Value: 4,125GP 


Long Bow 


Location: Commonly found on ene- 
-. mies and in shops throughout the 
land 


Speed Factor: 


Value: 123GP 


bowo3 


Long Bow +1 


Location: From Ribald, in the 
Adventurer’s Mart 


Value: 2,640GP 


Long Bow of Marksmanship 


Location: From Ribald, in the 
Adventurer’s Mart 


bowo4 


bowo07 
Speed Factor: 5 
CO: - 4 Value: 9.075GP 


Ripper +2 


~, Location: Planar Sphere, from 
ae Togan the Darksun Halfling 


Requires: 18 STR Damage: +2 Speed Factor: 5 


bowo9 


Value: 6,105GP 


Heartseeker +3 


bow10 
Location: In the Domain of the 
Dragon, hidden in the secret room 


AN with the Beljuril 


Note: Once per day, user can increase bow’s 
aim to an additional +7 to hit for nine seconds 
Damage: +2 Speed Factor: 4 

_ THACO: ; | Value: 12,870GP 


bow11 Strong Arm +2 


Ss Location: From Ribald, in the 
= _ Adventurer’s Mart 


Speed Factor: 4 


| Value: 975GP 


Elven Court Bow +3 


Location: In Suldanesslar, from War 
Elf 


Damage: +3 


bow1i2 
ae 


| Value: 4,125GP 


Mana Bow +4 


Location: In the de’Arnise Hold, 
_ inside the statue guarded by the 
Golems 


bow13 


Note: +20% to resist magical damage 
Speed Factor: 3 


bow16 Composite Long Bow +2 
Ts Location: From Ribald, in the 


\ Adventurer’s Mart (under his spe- 
= 


cial wares) 


Damage: +1 Speed Factor: 5 
_THACO: +3 Wei 


alue: 4,537GP 


bow17 —— 
“Location: From Ribald, in the 
4, Adventurer’s Mart 
Speed Factor: 6 
THACO:+5 Weight: 3 


Value: 3,300GP 


Damage Type: Missile Type: One-Handed 
Not usable By: All, unless otherwise noted 


singo1 
= “5 Location: Commonly found on ene- 


mies and in shops throughout the 
land 


Speed Factor: 6 
| THACO: N/A | Value: 1GP 





slngo2 
. | 


Sling +1 


Location: From the Storekeep in 
' Waukeen’s Promenade 


Damage: +1 (missile damage) Speed Factor: 5 
THA CO: a | Value: 165GP 


Sling +3 
fs... Location: From Ribald, in the 
2 - Adventurer’s Mart (from his special 
= wares) 


Damage: +3 (missile damage) Speed Factor: 4 


| Value: 1,155GP 


singo4 Sling +2 
oF, Location: From Ribald, in the 


. £ Adventurer’s Mart 
Cam | 


Damage: +2 (missile damage) Speed Factor: 4 


| Value: 1,237GP 


r: gi & } Gh | 
Bae Gee 2 + 


Sling +3: Arla’s Dragonbane 


Location: Shade Lord’s Dungeon, 
_ inside the statue with the Sun Gem 


singo5 


Damage: +3 (missile weapons) Speed Factor: 3 
: 3 Value: 2,475GP 


The Sling +4: Arvoreen 


° 


slngo6 
_ . Location: Beholder Dungeon, in the 


a 
Ce Underdark 


Note: Sonic boom once per day, must Save vs. 
spell or be stunned for three rounds 
Damage: +4 (missile damage) Speed Factor: 2 


Value: 4,125GP 


singo7 
a & 


Sling of Seeking +2 


Location: From Bernard the mer- 
chant, at the Copper Coronet 


Damage: missile damage), plus Strength bonus 
Speed Factor: 4 
[ | Value: 2,970GP 


Damage Type: Slashing Type: One-Handed 
Not usable By: Druid, Cleric, Mage, Thief 


Pe lity Battle Axe 


», #” Location: Commonly found on ene- 
_“ a mies and in shops throughout the 
(a land 


Damage: 1D8 Speed Factor: 7 


| Value: 8GP 


Damage: 1D8+1 


Damage: 1D6 +3 


Battle Axe +1 


Location: From Ribald, in the 
Adventurer’s Mart 


axiho2 


Speed Factor: 6 


Value: 2,475GP 


Battle Axe +2 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Speed Factor: 5 


Value: 4,950GP 


axiho4 Throwing Axe 


%.# Location: Commonly found on ene- 
*. mies and in shops throughout the 
Tare! 


Damage: 1D6 +2 Speed Factor: 4 
Damage Type: Missile (piercing) 


axiho3 


Damage: 1D8+2 


Value: 8GP 


ax1ho6 Throwing Axe +2 


Location: From Ribald, in the 
Adventurer’s Mart (Special wares) 


Note: Returns to users hand once thrown 
Speed Factor: 2 


alue: 7,425GP 


Hangard’s Axe +2 


Location: Kill Tarnor, in the Sewers 
beneath the Temple District 


Eh eliliys; 


Note: Axe returns to the wielder instantly after 
attack is made 


Damage: 2D6 +2 Speed Factor: 2 


Value: 4,125GP 


Rifthome Axe +3 


Location: From Ribald, in the 
Adventurer’s Mart 


axihog 


Note: Axe returns to the wielder instantly after 
attack is made 
Damage: 2D6 +3 Speed Factor: 1 


| Value: 5,775GP 


axih1io Azuredge 


Location: From Bernard the mer- 
chant, at the Copper Coronet 


Note: 2-12 (+4) damage to undead, plus they 
must make a saving throw vs. death (-4 penal- 
ty) or be utterly destroyed 

Damage: 2D6 (melee), 3D6 (missile) 


Speed Factor: 1 
Value: 5,775GP 


Battle Axe +3: Stonefire 


Location: From Bernard the mer- 
chant, at the Copper Coronet 


Damage: 1D8 +3, +2 points fire damage to target 
Speed Factor: 4 


THACO: +3 Value: 2,475GP 


axihi2 


axih13 Battle Axe +3: Frostreaver 


Location: Inside de’Arnise Hold, in 
the statue guarded by Golems 


Note: +1 points cold, +1 point acid damage 
to target 


Damage: 1D8 +3 Speed Factor: 4 


alue: 2,475GP 


Damage Type: Piercing Type: One-Handed 
Not usable By: Cleric 


daggo1 


., Location: Commonly found on ene- 
* — mies and in shops throughout the 
land 


Damage: 1D4 Speed Factor: 2 


4ACO: N// Value: 3GP 


daggo2 Dagger +1 


Location: Irenicus’ Dungeon, behind 
the very first painting 


Speed Factor: 1 


Value: 495GP 


Dagger +2 


Location: From Ribald, in the 


daggo3 
ff 

P a Adventurer’s Mart (under his spe- 

cial wares) 


Damage: 1D4 +2 Speed Factor: 1 
- THAC 0: 2~—SCsé«erigrnt: 1 alue: 3,300GP 


daggo5 Throwing Dagger 
«Location: Commonly found on ene- 


ra mies and in shops throughout the 
Tare] 


Damage: 1D4 


Damage: 1D4 +1 


Speed Factor: 2 


Value: 16GP 


Fire Tooth +3 


Location: From Ribald, in the 
Adventurer’s Mart (special wares) 


daggi2 


Note: Dagger returns to the thrower 
Damage: 2D4 +3 Speed Factor: 1 


Value: 9,075GP 





Location: Astral Prison, from the 
bounty hunter who backstabs you 













Note: Target must make a Saving throw Vs. 
Poison or fall asleep for two rounds 
Damage: 1D4 +3 Speed Factor: o 


THACO: +3 Weight: 1 




















Value: 4,950GP | 


Location: Artemis? body, in Bodhi’s 
Dungeon (2nd visit) 



































Damage: 1D4 +4 Speed Factor: o 


THACO: +4 








Weight:1 Value: 9,900GP 





_/# Location: Commonly found on ene- 
g mies and in shops throughout the 
land 


Damage Poison: 2 HP of damage per second 
Damage: 1D4 Speed Factor: 2 








Value: 1GP 





THACO: n/a © 





Weight: 1 


oe ae saris 
Location: Mage Stronghold, one of 
the rewards 


Speed Factor: 1 
Value: N/A 


Damage: 1D4 +1 


THACO: +1 + #£«Weight: 1 





Location: Kill Necre, ins 
Sf Planar Sphere 
Note: Hold Person: A 20% chance each hit 
that the victim must save vs. death or be held 
for two rounds 
Damage: 1D4 +2 Speed Factor: o 


THACO:+2 ~=— Weight: 1 





Value: 3,300GP 





Damage Type: Piercing Type: Two-Handed 
Not usable By: Druid, Cleric, Mage, Thief 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Damage: 1D10 


THACO: n/a © 


Speed Factor: 9 


Weight:15 Value: 16GP 


Location: From Aledrian, on the sec- 
ond floor of Gaelan Bayle’s home 


Damage:1D10+1 Speed Factor: 8 


Value: 3,300GP 


THACO;: +1 Weight: 14 


Location: From Ribald, in the 
Adventurer’s Mart 










Speed Factor: 7 





Damage: 1D1i0 +2 








Value: 5,775GP 


THACO: +2 Weight: 12 


Location: In the Lower Reaches, as 
part of the Cult of the Unseeing Eye 
quest 


Damage: 1D10 +3, +6 to dragons Speed Factor: 9 









THACO: +3 Weight: 12 | Value: 9,075GP 





Location: Underdark, from the 
Demon at the end of the ritual 


Note: +1 point electrical, acid and poison damage 
Damage: 1D10 Speed Factor: 5 


THACO:+4 + #£Weight:12 = Value: 10,725GP 


eae 


Location: From Demon in the 
Underdark, only if you sacrifice the 
Real Eggs to the Demon 


Blindness: Three times a day save vs. spells 
Damage:1D10+4 Speed Factor: 5 


Value: 18,975GP 


THACO: +4 _==Weight: 10 







_ aves t<- vor 
Location: From Patrick (the Shade 
Lord’s apprentice), in the Shade 
Lord Dungeon 


Damage: 1D10 +2, +2 points of cold damage 
Speed Factor: 7 







Value: 5,775GP 


THACO: +2 #«Weight: 12 









tocation: From Cromwell, after 
bringing him both the shaft and the 
head 


Note: 15% chance of draining victim of water 
(+15% damage) ¢ Slays Fire Elementals, 
Efreeti, Salamanders (no save) 
Damage:1D10+4 Speed Factor: 5 


| Value: 12,375GP 


THACO: +4 Weight: 12 


Location: From Storekeep in the 
Slums District 


Note: Cause enemies to run in fear unless they 
save vs. spells Duration: 15 rounds 


gute 


Location: Irenicus’ Dungeon, after 
completing the wand key puzzle 









Note: One magic missile will strike target 
save vs. spells Damage: 1D4 +1 


Range: i0oft. Area: 1 creature ‘Value: 8,250GP 


Location: Available in many 
stroes across the land 





Note: Stun target unless save vs. wands with 
-—4 penalty Duration: 10 rounds 


Location: Irenicus’ Dungeon, after 
completing the wand key puzzle 


Ability 1: Fireball (6D6) 
Ability 2: Agannazar’s Scorcher 
| Value: 14,025GP 


Range: N/A Area: N/A 





Location: Irenicus’ Dungeon, after 
completing the wand key puzzle 


Column of Ice 
Damage: 8D6 (save vs. wands for half) 





Location: Irenicus’ Dungeon, after 
completing the wand key puzzle 












Lightning Bolt (6D6) 
prea: N/A 





Range: N/A _ Value: 13,200GP 


Wand of Sleep 


Location: Available in many fine 
stroes across the land 


wando8s& 


Note: Sleep unless victim saves vs. wands 
Duration: 2 turns 


ius Value: 12,375GP 


wandog Wand of Polymorphing 


VW Location: Available in many fine 
“ef Stroes across the land 


Note: Polymorph target into squirrel unless 
Save vs. wands 
Re eft. Value: 24,750GP 


Wand of Monster Summoning 


Location: Irenicus’ Dungeon, after 
completing the wand key puzzle 


wandio 


Note: Summon 12 HD of monsters 
Duration: 2 turns 


Value: 20,625GP 


wand11 Wand of the Heavens 


', Location: Astral Prison, from Yuan- 
fF, TiMage 


Flame Strike 
Damage: 8D6 (Save vs. wands for half) 


Value: 24,750GP 


Wand of Wonder 


Location: In the Sewers under the 
Temple District, inside the small 
. Illithid outpost 


Note: Random effects appear each time the 
wand is used 


Value: 16,500GP 


wandi2 


* 
——~ 


Wand of CloudKill 


Location: Irenicus’ Dungeon, after 
. _ completing the wand key puzzle 


wand13 


Note: 1-10 damage per round 

1-4 HD: Instant death no save 

5-6HD: Save vs. spell or instant death 
Duration: 1D4 turns 


Value: 14,850GP 


Wand of the Apprenti 


- Location: Mage Stronghold, one of 
the rewards 


wand15 


irs 
S 


Not usable By: Characters who can use respective weapons 


Bullet 


| Location: Commonly found on ene- 
® ~~ mies and in shops throughout the 
land 


bullos 


Value: 1GP 


Bullet +1 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


bullo2 


| Value: 132GP 


Bullet +2 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


Sunstone Bullet +1 


Location: Inside the Shade Lord 
Dungeon, used as ammo to kill the 
_ Shadow Altar 


Damage: 1D4 +2, +2 Fire Damage 


bullog 


Value: 65GP 


darto1 Dart 


Location: Commonly found on ene- 
i mies and in shops throughout the 
“ Etat} 


Speed Factor: 2 


Value: 1GP 


Dart +1 


darto2 
Location: Commonly found on ene- 
mies and in shops throughout the 


< land 
Speed Factor: 1 


_ Value: 132GP 


Dart of Stunning 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


darto3 


Note: Target must Save vs. spell or be stunned 
for seven rounds Speed Factor: 2 


Value: 825GP 


Dart of Wounding 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


darto4 


Poison: 20 damage in 20 seconds (Save vs. 
death for none) Speed Factor: 2 


Value: 410GP 


Asp’s Nest 


Location: From Ribald, in the 
__. Adventurer’s Mart (under his spe- 
42 GEC 
Poison: 1 HP damage to target every 3 seconds, 
until 40 HP damage is inflicted 


lue: 1,235GP 


bolto1 Bolt 


~ Location: Commonly found on ene- 
PG mies and in shops throughout the 
land 


Value: 1GP 


Bolt +1 


bolto2 
Location: Commonly found on ene- 
mies and in shops throughout the 


a Eire 
Damage: 1D4 +2, +2 Fire Damage 


mage: 1D8 Value: 82GP 


bolto3 Bolt of Lightning 


Location: From Ribald, in the 
fe Adventurer’s Mart (under his spe- 
fl cial wares) 


Special: 4D4 electric damage 
(save vs. breath for half) 


bolto4 Bolt of Biting 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Poison: 30 damage in 15 seconds 
(save vs. death for none) 


Bolt of Polymorphing 


boltos 
Location: Commonly found on ene- 
mies and in shops throughout the 


Pe land 


Special: save vs. petr/poly or turn into squirrel 
Duration: permanent 


mage: 1D8 Value: 3,300GP 


Bolt +2 


Location: From Ribald, in the 
Adventurer’s Mart 


bullo6é 


| Damage: 108 © Value: 164GP 


Arrow 


Location: Commonly found on ene- 
_ mies and in shops throughout the 
land 


arowoi 


Value: 1GP 


Arrow +1 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


arowo2 


Value: 84GP 


Arrow of Slaying 


Location: Commonly found on ene- 
J mies and in shops throughout the 
2 land 


Special: Slays an Ogre Mage upon touch 


ss Value: 4,125GP 


arowo3 





# Location: From Storekeep in 
Slums District 


special 1D3 acid damage 


THACO: +1 Damage: 1D6+1 Value: 165GP 


Location: From Ribald, in the 
Adventurer’s Mart (under his spe- 
cial wares) 


Poison: 30% of total maximum HP within 20 sec- 
onds after contact unless save vs. death made 


THACO: N/A Damage:1D6 Value: 1,235GP 


arow07 


Location: Commonly found on ene- 
vA mies and in shops throughout the 
land 


Special: Dispel Magic affection target 
THACO: N/A Damage:1D6 Value: 2,475GP 


Location: Commonly found on ene- 
mies and in shops throughout the 
land 


ects: 1D2 fire damage (Save vs. spell for none) 


THACO: N/A Damage:1D6 Value: 120GP 


— eacakion: Feo Ribald, in athe 
ef Adventurer’s Mart (under his spe- 
cial wares) 


Special: 1D2 cold damage (save vs. spell for none) 


THACO: N/A _ Damage: 1D6 Value: 120GP 


arow10 


Location: From black market thief in 
the Slums district 


Special: +6 physical (piercing) damage (save 
vs. spell for none) 


THACO: +4 #Damage:1D6 Value: 410GP 


arowi1i 


# Location: Commonly found at most 
ff shops and merchants. High level 


monsters also carry them. 


THACO: +2 Damage:1D6+2 Value: 16GP 


Usable By: ALL, unless otherwise noted 


Adventurer’ Ss Mart 


This handy dandy little sack has 20 slots, 
which will hold exactly 20 gems. This is very 
useful when questing into those deep, dark 
dungeons... 


Location: From Lady Yuth, on the 
top floor of the Adventurer’s Mart 


Much like the Gem Bag, except it holds scrolls 
instead of gems. Duh! We really wish that it 
would have let us stack scrolls (of the same 
type) without using up slots though... 


Location: Inside the Asylum 
Dungeon, hidden in a small basket 
_ protected by the Golem 


This bag only weighs five pounds, yet it can 
hold an infinite amount of weight (without 
increasing) so long as you can fit the item 
within one of the bag’s 20 available slots. 
Totally wicked item! 


_ Location: From Aledrian, on the sec- 
#4 ond floor of Gaelan Bayle’s home 


These glasses work exactly like a scroll of 
Identify, except you only get to use them three 
times per day. Very helpful item! 


Location: Kill Taquee (the Djinni) in 
Trademeet, before they warp away 


This idol summons an Efreeti once per day, 
with some wicked spell casting abilities. 


Summons a hasted lion for five minutes, once 
per day. He’s a tough kitty, although easily 
overwhelmed and killed by tougher foes. 


Location: In the Bridge District, 
inside one of the derelict houses 


Summons forth a fifth level Berserk warrior 
who will fight for the summoner for one 
minute. The horn may be used once per day. 


Location: The Asylum, in Jon 
Irenicus’ personal area (in cabinet) 
Silence everyone in area (unless they make a 


saving throw vs. breath weapons) for one 
minute. 





Location: Mekrath’s Dungeon, on 
top of the altar (only after you kill 
Mekrath) 


Three times a day, it can cause Confusion to all 
creatures within listening range (Save vs. 


spells to avoid the confusion). 
Usable By: Bard 


Location: Ranger Stronghold, gift 
from forest spirit at the very end of 
the quest 


‘Cerrebus (the moon dog) is capable of casting 


Haste and Mirror Image upon itself. He may be 
summoned once per day for five minutes. 


Location: Kill Pai’ Na (the spider 
queen), in Bodhi’s Dungeon 


Summons a huge spider for five minutes, once 
per day. 


Location: In the Domain of the 
Dragon, past the Werewolves, 
_ inside a small cabinet 


This horn casts Sonic Wave on everyone in the 
area, which equals: 2-20 HP damage and are 
stunned for two rounds (Save vs. paralyzation 
for half and to avoid being stunned). 


versus” 


@ \ocation: The only sec to find this 
= idol is by defeating the entire staff 
" of the Versus Books strategy guide. 











This idol summons forth Craghackdor izlsnizzt, 
the red dragon to end all red dragons. Not only 
can he jump through hoops, and waterski slalom, 
but his overwhelming “stink powers” shall end 
everyone and everything in his path... 





This chart is especially useful when you haven’t the room to pick up every single item you find. With this 
chart in hand, you can find out which pieces of treasure are actually worth their place in your backpack 
and which ones would be better off as paper weights. (Note: Prices will vary from shop to shop. These 
prices are meant to merely get you in the ball park). 


Ruby Ring 


Gold Necklace Silver Ring 


f i Emerald 
= 450 cp 


Tiger Cowrie Shell 


a oe 


Jade Ring 


ae 


This potion chart shows you the commonly available potions you'll find throughout your journeys. Given 
are the name of the potion, the effects that it will give, along with an average price (your cost to buy). If 
you’re having a tough time with a certain boss or dungeon, why not stop off at the local alchemist and 
pick up some potions specifically tailored for your needs? 


Cures p fi if Haste effect _@@ Set WIS to 18 = ae Set STR to 18 
Cost: 165GP (each - : 3 Cost: 825GP (each) Cost: GP (e GP (each) 


INT +3, DEX + Set STR to 19 


Haste effect : 
Cost: 825GP each) ee Cost: GP (each) 


Cures poison Fire attack, 5D6 
Cost: 247GP (each) 


Cost: 165GP (each) it Cost: 825GP (each) 


Gules poison, +10HP "Fire attack, 6D6 


12GP (each) bis) Cost: 412GP (each) 95GP (each) 95GP (each) 


Set CON tp 18 "Set STR to 20 


CUES 9 
Cost: 825GP (each) 


Cost: 1432GP (each) 


Cost: 742GP 


Free Action effect 


Protects against Charm 
C GP (each) 


S 
Cost: 1,155GP (each) 


Cost: 660GP (eac 


h) 


* 5 fe) nc 
Cost: 660GP (each) 


50% fire resistance 
Cost: 412GP (each) 


"HP +10%, THACO 90% 


Cost: 1,320GP (each) 


ire resistance 


i 50” 
Cost: 1,650GP (each) 


Cost: 280GP (each) 


: 0 ck) 
) 


“ 
L 


Infravision effect 
Cost: 165GP (each) 


AC 0, Saving Throws +5 
Cost: 1,980GP (each) 


+p 
Cost: 660GP (each) 


AC, Saving Throws + 
Cost: 165GP fenchl 


Increases INT by 4 
Cost: GP (each) 


Regen 2HP per roun 
Cost: 825GP (each) 


* 


Cost: 1,237GP (each) 


increases INT by 4 
Cost: GP (each) © 


= : i) 
Cost: 2,062GP (each) 


Cost: 2,47 


+20% to all thieving abilities, duration 6 hours 


Cost: 577GP (each) 


THACO 80%, HP+20%, +20% to all thieving abilities 


Cost: 2,805GP (each) 














heaters Central = 


This section of the book is meant for those who are either having extreme diffi- 
culty completing the regular game, or for those of you who just want to get that 
extra “oomph” out of your $45. We’re not forcing anyone to read this section. So 
if you don’t like it, don’t read it! Simple! 


2 HOW TO USE THE CHEATS RESES 


What you need to do to activate this entire Cheater Central section is rather simple, as long as you follow these step by step instructions. If you’re even the slightest bit wor- 
ried about going into your files and switching around commands—don’t fret— we’ve made it as easy as humanly possible to follow. 


First off, you’ll need to go into your Baldur’s Gate II directory (on your 

hard drive), and find the Baldur.ini file. It’s located in the main Black . 
Isle folder with the rest of the goodies like your save data, character data, 
and game music. You'll know the Baldur.ini file because it is a little 
_notepad- looking thingy, and when you double click it, it will actually open 
up i in Notepad. 


Once inside, go ahead and scroll down until you find the heading - 
named [Program Options]. Underneath, you'll see a whole list of com- 
Peands with numbers after them. Things like BitsPerPixel=16, 3D 
~ Acceleration=o, and Resolution=640 should be under this heading. 


Start a new line (anywhere under the [Program Options] header), and 

write the command: Debug Mode=1. (This is the command that tells 
your system to accept the cheats when you plug them into the console). 
When the command is in, save the file and exit. Get back out of your folder, 
and start up Baldur’s Gate II. 


Level up Your Characters 


e CLUAConsole:SetCurrentXP(“s:ount of XP ees here”) 





Create Items for Your Party 


e CLUAConsole:Createltem(“iiem reference number goes here”) 


e Cheat Description 

This cheat is the bread and butter of this whole section, especially 
when used in tandem with our item (and spell) appendix. After all, a 
well-equipped party is a happy party, while a poorly equipped party 
is most likely a dead party... 


° Notes 

@ All items that are called in will default to the 
inventory of your main character. If he doesn’t 
have the space in his inventory, then the items 
will get bumped down to the next available 
character in your party. 

@ All magically enchanted items will come 
unidentified, which is why we highly recom- 
mend keeping a large stack of Identify scrolls 
handy. 

© To get more than one of a specific stackable 
item, you can also add a quantity digit follow- 
ing your console command. If you wanted 100 
identify scrolls, for instance, you’d simply type 
in the following command line: 


Check out those 


CLUAConsole:Createltem(“scri75”,100) arn conic! 





-You’ll now be able to open and close the console by pressing [CTRL] 
+ [SPACE]. Enter the cheats below, then press EATEe to make it 
work. Have Lseseee 


Remember, you need to open the console (with [CTRL] + [SPACE]) and 

type in the commands exactly as they appear in this chart for them to 
work correctly. The only thing you shouldn’t type are the words in \ >, 
which are simply put in as placeholders that you'll replace with your spe- 
cific numbers, or references. So in other words, if we wanted to give our 
party 5,000GP using the AddGold cheat, we’d simply type in the cheat as 
follows: CLUAConsole:AddGold(“s5000”), and then press the [ENTER] key. 
Voila! We’ve got 5,000GP! If it’s not working for you, you’ve done one of 
the aforementioned steps sellers Start from the beginning and try 
again... 


Create Gold for Your Party 


e CLUAConsole:AddGold (“si 20tity of gold goes here”) 


¢ Cheat Description 
Just type in the amount you want, and it’s yours. Like the XP, no com- 
mas or other wacky characters are needed. Just to give you an idea, 


the Adventurer’s Mart in Waukeen’s Promenade has about 250,000GP 
worth of inventory, so you might need more gold than you need... 





Extra Help With Items 


e CLUAConsole:Createltem(“i(em reference number goes here”) 


¢ Cheat Description 

In our easy-to-use items appendix, you'll find the reference numbers con- 
veniently located right on top of the pictures of the items themselves. So 
if you’re looking to call in some Plate Mail Armor (as shown below), just 
go to the Items Appendix, find the Plate Mail Armor, and take the six digit 
alphanumeric code from atop the screenshot. Place this in between your 
quotes in the console command, and BAM! It’s yours! 

For Plate Mail Armor, it would read as follows: 


- 


e CLUAConsole:Createltem(“»\.'0.”) 





‘Location: Commonly found on ene- 
_ mies and in shops throughout the 
land 








Armor Class: 3 


Weight: 50 Value: 990GP 












Create Monsters to Fight 


e CLUAConsole:CreateCreature(“creature reference number goes here”) 


MONSTER 
REFERENCE 


CHART 
Warp to Any Area in the Game 


Red Dragon 


Winter Wolf 





vel tanareye 


REFERENCE REFERENCE 


ARoo20 
AR1100 
AR2500 
AR2900 
ARi201 
AR1512 


Temple District 
Graveyard District ARo8o0o 
Slums District ARo4goo 
Waukeen’s Promenade AROo700 
Government District AR1000 
Bridge District ARo500 
Docks District ARo300 


ARogoo City Gates 


Umar Hills 
Suldanesslar 

The Nine Hells 
Domain of the Dragon 
Asylum Dungeon 


e CLUAConsole:AddGold(“quantity of gold goes here”) 


e Cheat Description 

This cheat is exactly as it sounds, warping your 
selected characters to the designation you place 
in the console. It can be dangerous, as some- 
times it’s a little too easy to select only half of 
your party, or accidentally type in the wrong AR 
reference number. When this happens, your 
game might crash, or you’ll be warped into 
Firkraag’s lair in the Domain of the Dragon. Just 
be cautious with it, and you'll enjoy this chest for 
the time it saves you. 


Note: The area reference chart is only a small 
taste of the total number of AR references in the 
game. Use the tip below to find the rest of ’em! 






REFERENCE 


Bodhi’s Dungeon ARo8go1 
Astral Prison ARo516 
Planar Sphere ARo4i1 
Cult ofthe Unseeing Eye ARo202 
Rift Dungeon ARo204 


Demon Outerworld ARo414 


ARER 


REFERENCE 


CHART 


> the Entire Map 


e CLUAConsole:ExploreAreaQ 








Other Helpful Hints 


-¢ Using X/Y Coordinates 


Did you know that you can simply hold down 


~ the “X” key on your keyboard and get the 


exact X,Y coordinates for your cursor? Not only 
that, but you also get the AR reference number 


~ for the particular area you're in. If you’re wise, 
_ you’d keep a pen and paper handy and keep a 
~ brief log of all the little places that you might 


want to return to in the future. You never really 
know what might come up... ; 


*These reference charts are by no means 
complete. To give the entire list for each 
monster, and area in the game would be 
just ridiculous. Instead, we’ve gone _ 
through and chosen some of the more 
useful ones for you. | : 


e Import/Export Tricks! ae 
Along with the standard debug cheats, there 
are also some “not so debug” cheats that you. 
can really take advantage of if you so desire. 


- Import your best character into a multiplayer 


game, then go ahead and import that very 


same character into slots two, three, and four. 
_ Stack up all of your good items on one good 


character, then export him as a new and 
improved version of your old character. You can 


keep doing this until you have everything you ~ 


want, at which point you can enter the game 
and buy or sell as you please. Go ahead and 
make a few “pack horse” characters, ready 
with just about all the goodies you’d need for a 
single night of questing. Have a guy named 
“Scrollman” (carrying scrolls), and “Ringman” 
(carrying rings), or whatever else your mind — 
can think up. Above-all, make sure to cheat the 


system! | 
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"It would be a damn shame if you spent your $60 for the month of July on Diablo II and let 
Icewind Dale pass you by." ~ Daily Radar 


"(Icewind Dale) is well suited for fans of Black Isle Studios' previous games, fans of classic 
hack-and-slash AD&D computer games, and anyone looking for an action-packed role-playing 
game with a lot of depth." ~ GameSpot 





‘ "Action, action, and more action. This is an AD&D dungeon crawler's dream come true.” ~ IGN 


www.interplay.com/icewind 


BLACK Advanced Animated Blood 


Dungeons&c. Dragons’ Mild Language 
geons&Drag seg & |_ ee Uehicehel 


GIi@WARE 


ISLE 





Icewirld Dale © 2000 Interplay Entertainment Corp. All Rights Reserved. The BioWare Infinity Engine © 1998-2000 BioWare Corp. All Rights Reserved. Icewind Dale, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUNGEONS & 
DRAGONS, the AD&D logo, and the Wizards of the Coast logo are trademarks of Wizards of.the Coast, Inc. and are used by Interplay under license. Black Isle Studios and the Black Isle Studios logo are trademarks of Interplay Entertainment Corp. The 
~ _ BioWare Infinity Engine and the BioWare logo are trademarks of BioWare Corp. Exclusively licensed and distributed by Interplay Entertainment Corp. All other trademarks and copyrights are property of their respective owners. 
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7’ SPECIAL DEAL 
for Versus 
» Books readers! 


Be a GamePro with 
GamePro magazine. 
In each monthly 
issue, you'll find the 
hottest inside scoops, 
. : : | in-depth reviews and pre- 
ee | I Miews! and all ad latest strategies you'll need to stay 
i one move ahead, of the game. 
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| We brihg you: what's out there and what's around the 
if carner.Everything from video, PC, and online gaming 
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| to arcade hits, and top> gaming secrets. And we rate it 

aM all—to gave you hassle and save you money. GamePro 
| Hoes ifthe work and leaves the Plex to you. 

hig ci for your RISK-FREE trial i issues today. You've 

Het nathing to lose and ey thing to WINE 
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If WORLD'S LARGEST MULTIPLATFORM GAMING MAGAZINE 









i & Free 
S.W_.A.1. FO 
Tips Guide 


We'll rush you 2 RISK-FREE trial issues 
of GamePro magazine and reserve your 
subscription. Plus, with your order, you'll 
get a FREE S.W.A.T.Pro Hot Tips Guide! 





If you like the issues, you can get 10 more (total of 12) 
for ONLY $17.97—a savings of 70% off the newsstand 
rate. If you decide GamePro magazine is not for you, simply 
return your invoice marked "Cancel" and owe nothing. The 
RISK-FREE trial issues are yours to keep—no matter what. 


To sign up for this special | 
offer, call 1-800-678-9097 
and mention code #PO80VAT 


Note: Foreign and Canadian orders must be prepaid in U.S. funds with an 
additional $25 included for air delivery. Annual newsstand rate: $59.88. 
Please allow 6-8 weeks for delivery of your first issue. 
































Se _-Rapptor "| have Prima’s RE: Director's Cut book, your AE2 guide blows ‘em away.” -ebuser38 “| hope you guys make a REI book.” -Melwyn Teo “Your books are the-best | have ever read, they haye everything | ijant. Will you make one for Metal Gear Solid?” -Maureen Cieg “I love this books especially'because of the jokes and the wacky fun land parts 1-4." 


“PAE? Sbide are so superb. The indexes were spectacular.” -Omesh f. Persaud “I got Tekken 3 the day it came out with a Prima’s official strategy guide, but! think | shouid have gotten a VERSUS BODHS Buide because of how exptangtory it was for AE2.” -Roland Bishop “Man oh man, is this book packed with juices!” - 8.P. Jagleig "You guys have the best AE2 guided! 


iS Li i Pea oe fig rs er A 

gh of eae : re ee i oa wae i AS A Anes re ae an poe , oS et ae ae. Sa a | 
ar “ kee ‘ -- a 3 Tor ; } mete - at amie Po v é Sree Oo ed M4) Se 

ee al ; { F = 


\ 
\ , 
mo ; S : 
" tt 
Ay \ , . ‘ ¢? 
* a oe , 
5 ; vi F 
Aik At cay 
i\as' é BS a 
; f \ 2} 4 
$ ‘ 
’ 


"The VERSUS BOOKS Resident Evil 2 : 

























i 
ye 


: 


* 
X . 






\ a 
7 4 
\ t 


“The VERSUS BOOKS Final Fantasy UIl guide is th 





guides, and won't take away any of the fun. 
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"There are an amazing fifty secrets in the VERSUS BOORS 
"The VERSUS BOOHS FF UII guide sets a new standard for strategy guides.” -Chris Hay 8 
thing | will do is check to see if you made a guide for it.” -Paul “Your Street Fighter 
guide I've ever seen. It's improved my game dramatically and | appreciate its high 
ees have been recommending the VEASUS BOOHS Resident Evil 2 guide over the others.” 


j 


“Thave recently promoted your guide on my web page.” -Cuberus “Your RE2 book is the most awesomein the world.” -5.Vegeta rt think that | 
your work with FFUII is the best that has ever been done with the game.” -David Slone “| will definitely use your guides/again.” Steven L. Heiner 
"I've read through the VERSUS BOOKS FFUII guide and found it quite informative with much less errors fhan the official book.” -Fraqhiga 


Colebrooke, Jr. “! would like to compliment you on making the best APG guide book ever!” -Pyrate “Your RE2 book is the best damn strat 


suide ever made.” -Hurt Ohl “| just wanted to say that your FF book is the best by far. Everything is just perfect.” -Johi W-Rapper of. | Toney 
book rules! It beats up the other companies.” -Joseph M. Bradham “Your strategy guide is without a doubt the best on the market,” | 
Chang “This is how all APG guides should be!!! Thanks for writing a quality guide.” -Pentan 24. “You have done an excellent job andi haul 
doubt.that | will look to VERSUS BOOKS the next time | need hints." -Hevin McCullough “| have your FF guide and use it like 3 ae Wit 


F : ak ; 

“Hats off toa 110°lo effort in creating an awesome guide for AE2." -Dennis Mills “Your REe guide is the best on the market!” -(Mckela “Your book is the perfect guide!.Your books are the best!!! Your RE2 gui esaly 
| uselll! (It's da bomb!]" -Leon 166 "I will have nothing but good things to say about your company, and will recommed your books to everyone who enjoys games as much as} do" David Noble “| only buy VERSES > |: 
BODHS strategy guides.” -Chivasan "| made the unfortunate mistake of purchasing a AE2 guide from Prima, and it sucked. Halfway through Leon's first mission, | gave it to my dog Bubba to rip up. | went back tr the 
store and found the VERSUS BOOKS AE? guide. | was astonished. Nent time | need a strategy guide, | am going to save myself a headace and checfora VERSUS BOOHS strategy guide first." -Jason "Please tell (aSey j 
Loe he is the best guide writer there can be.” -Daniel Rodriguez “| think that your FF 1 guide is the best one ever made. It's totally detailed and does not ruin the game at all. | can't wait for Tekken 3 to come ost | 
“so that can get that strategy guide also.” -Luis Ballestros “I LOVE your book. | know several people who have the official book and frankly if sucks, bad.” -Mr. Popo “After reading the FFUII guide [front to tack) t 
was impressed by the quality of the screenshots, clarity of the information, and just about everything else. It was entertaining as well, straying from the usual dry descriptions which plague many other jioks | L 
have struggled through.” -Noelle Page “Your Resident Evil 2 guide hicks ass!! You guys made one hell of a strategy guide.” -2-man “| have ig say that you guys make the best strategy guides’ in the business, |sawe 7} 
through every detail and explain every strategy that is possible." -EnternalH “| looked at your guide, and Squaresoft's guide, and found yours vastlysuperigf. | really enjoyed the way the game was handled, not revealing the story, angaim a 
touch of humor that the game needed.” -Peter J. Fabian “Your guide is better than all the other AE2 guides.” -Scott Reynolds “Your Tehken 3 guide is a verygood book, probably the best book for an arcade game |-have ever read. flot tht! beg fF 
a lot of them, but in the past | have always been disappointed. That changed when | bought your book. I've gotten much better at Teken and | have a hell of lot more fun beating the people | play how {reversing their kicks and punches sans ta A 
work the best for getting the upper hand. Just wanted to say thanks..." -Matt Perkins “Let me say that your SFA2 book was awsome. The layout and all the advice were excellent. The bonus artwork and posters are kichin’. All the combos 9 gee } 
guide were very helpful. | am surprised at how much detail and strategy is in this book. The art section is a big plus. | might order a second one to keep under preservation (who knows how much it'll be worth in the future]. | hope you.se the 
ones to do the strategy guide on the upcoming Street Fighter Alpha 3! Heep up the great work! -Goumodi... “Your Final Fantasy ‘| book is the best!" -Fam Ruiz “| love the book. It has great details! My best friend had a different book and jt iees- ni 
n't have the Enemey Skills in if, yours does!” -Todd Hargrove “I loved this book. | love the humor and the personal observations that Casey makes about things in the game. | found myself laughing dut loud reading some parts, and have vqued te 
purchase Versus Sgoks whenever possible." -Aobert Lundgren Ill “I bought your book because it had more info than the official book.” -Gutierree Vincent “Awesome job on the guide! | bought it in September and I've read it almost evgy dag 
out(unlike the official guide, which stinks). | emailed them and told them about a few things they missed - like the enemy shills, enemiés.outside specific towns, complete {ack of order in their monster index. | told them to check out your book and see how it dwarfs theirs by jompan- 
ison. I'm going to tell my friends, and hopefully they'll email them also.” -fluitari Darkside “I bought that crappy Brady book first. While | was playing | was constantly looking for enemy items that could bestolen and enemy shills that could be learned. Your book showed them in ‘etait, 
while the Brady book was very vague. After playing through the game for the 3rd time, the cover of my VERSUS BOOHS FFI guide is completely worn out now, while the crappy Brady guide is collecting dust.” "You're an effin god.” -Puwolfgang “We always refer to your book es ‘tj: game 
one’ and the Brady guide as ‘the suchy one.” -Alen “I loved your FFUII book so much! | have the VERSUS BOOKS Street Fighter Alpha 2 guide, too.” -TuffY “Your AE2 guide is definitely the best." -Matthew 0. Marks “Your FF1 guide is the best, | couldn't have beaten the ee hele 4 
-Chris “| ama great fan of VERSUS BOOKS. Your FFUII guide was the most complete guide | have ever seen in my whole life of gaming. | hope when another FF game comes out, you'll be there to put out another great guide book. | compared your book to the Brady/Squaresoft hit amt 
they had some mighty mighty flaws. You have a great section on the characters, while Squaresoft does not. They have no pictures of the weapons and it's much pasier te'tead yours than theirs. You tell how many HP each enemy and boss has right there on the page, instead Of (ning 
me to took in the back for them. You tell where every materia and enemy shill is located, and you have complete coverage of the game itself. If | was grading your bool’l'd give it “"""""" etc. stars. Good luck for the years to come.” Bushi018 “I love the VERSUS BOOHS FF U) gamte 
"I've looked at both of the FF Vil guides, and you guys win by FARM! You simply opened the can {of whoops ass!) on the official guide.” -Clint Davis “I have both the VEASUS BOOHS and the official FF 1 guide THe affjbial ane ruins every plat twist, and it didn't have half the cool items and tactics you did.” -Gunhazard “Terrific strategy guide.” -Redfinal "| wk se | 
local mall and ashed the Sales person which guide book was better. His sad, sad repiy was, ‘Can't you tell it's the thicker one?’ Well it made sense at the time [what a fool | was!] so! paid $15 for the stupid thing and looked through it and decided the best use for it was to hold up the short {eg on my table. | want to congratulate you on what a great job gout 

book.” -Lonny Vega "I think.your strategy guides are the best.” -William Winhier “FF has been the most wonderful experience of my life, and I'm happy to say that your guide actually enhanced that enperience. Reading the book as! wentapeanttor, Taseypbecame more like a friend along the way, rather than a mechanical and impersonal strategy guide: Plus} 


me up! i definitely pag obo mare books like this in the future!” -Raron Scott "Are you guys going to make a book for other Square games such as FF Tactics or Saga Frontier?" -Ray “You have by far the/better of the two strategy guides-Aour faithful and devoted follower for life,” -Christian Morgap “| love this book! VEASUS BOOHS has published a book thal 
es my highstandards. Whenever | crack it open | get the feeling someone wrote it who is a real Ninja Gamer like myself.” -fychelle “The word BAADY = maximum suchage coverage. THANH YOU THANH YOU tenes a REAL BO0H not some Shoddy piece of crap that looks good, but is totally useless! From now on, if | see VERSUS BODHS | hnow it’s worth it 
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Dew "The real reasan'I'm writing you is {'m obsessed with dating Barret... Thanks for reading this ridiculous letter, and congratulations on writing the best FF Uli guide." -eD “Your FF Vil guide is the best written,smost in-depth guide | have ever seen! The Srady guide was far inferior." -Vincent Briscuso “You guys are the coolest strategy guide makers in th 


B-rutled “I'm Kinda disappointed that you don't have a strategy guide for Final Fantasy Tactics.” -AobinCR "Your guide was so good that my friends [who all. had the official guide) asked to borrow mine." 2ippyCod “You said that the official guide is missing 22 weapons, armor, and accessories. | compared your guide to the official guide and everything you sa 
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is book rules and it helped my beat AE2. Thanks 2 billion.” -U Dub 12 "We are looking farward to your nent publication. Could there possibly be a Resident Evil 3?” -GGabat “Your fE2 guide is gules me! It is much better than,the official guide.” -Matthew A. Hrems “Your Resident Evil 2 guide is the hing.” -Eduwin Woodrow Callison Jr. “The exclusive, detailed m 


jus? plain Righs ass!!! VERSUS S00HS is the best!!! The training section was great. | just got Hunk and will get Tofu next. | got your SFA2 guide the day it came out. Heep up the great/work!” -Shin Bed "Youc AE? guide is the best that | have ever seen. It shows the quickest and most efficient route through, the game. | just love the sections ies, weapons, 
shark codes: tsather guide has such extras. And the maps are the best because they show what is actually in the rooms instead of just an outline like in other guides.” -ChrisBronson “Your AEC guide is a great read! | loved everything from cracks about Leon's haircut to the redundant running gags about Ben looking for a scoop, and the chief's hobby. Thanks fot 
taining guide!” “iéhael Mendez "Your RE? guide has more secrets than any otherAE2 guide.” -SEiswif594 “Your guide has become my bible for playing AE2." -Mark Farrat/"Yput RE2 guidt is totally the best Soide to date.” -Helly folte “You have the best bool on AE2 on the market. My friend bough a copy and | held out until! could find your book. le used it 
hell out of the game.” “Dulmign?4 “I think your RE? guide is the best | have ever purchased because of the in-depth walkthroughs, character information, tips, codes, and fra Boies. It has everything | cout tom ae “You guys did an awesome job with the RE2 guide. | compared it to the official guide and you guys have to.read this. in 
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period. ~ -Posted to Usenet 


better than Camefan’s official guide.” -CamePro 


most useful. It is the best organized of all the 
playing through the game” -EGM/GameSpot 
reveal the plot, is from VERSUS BOOKS.” -Next Generation 
FF UIl guide that aren't in the official guide.” -CamePre 


"You've restored my faith in guide books.” -Lonny Vega “If | get a new game, the first 
Alpha 2 guide is perfect!" -ABIGV “You've definitely created the best Tekken 3 Strategy 
quality." -Aaron Sabolch “| am a manager of a Babbage's store. | and the other employ- 
-David "You guys are the best thing in video game strategy guide history!” -Chris C. 


Lovie “Your book rules and I'm a hardcore AEe player.” -Nightraid69 “| hope that your business grows.” -Jason Beels “I will look forward to 
your next publication.” -HainSproth “I read your FFUII guide after the official Brady one, and yours is soooooo much better...l showed it fo all 
my friends at school, and they agreed that the Brady one is a total P.0.5. compared to yours.” -Matt Henney “Your RE2 book really is the per- 
fect guide. | give it five stars out of five.” -Michael P. Clark “The book is incredible! Enough said.” -Craig Hnouse "| loved this guide in every 
aspect!!!" -Subchu “I love your FF book. It is the best strategy book I've ever read." -Mike Cornelison “| LOVE your book! | really do!” -Alex 
Cage “Your book is far superior - more secrets and you don't give the plot away. A hell of a job" -The Irish Ninja “Make mine VERSUS BOOKS!” - 
Joel Webster “I know where to turn when FFB comes out." -Shawn M™. Jackson “I'ma guaranteed purchaser of your products.” -Davee “Thank 
you for the very best strategy guide | have ever read.” -Yodist “| enjoy your FF UIl suide as much as the game.” -Joyce Cheuk 


not seen another company that can equal the depth and quality that your books provide. | was also wondering if you might be able to tell me when you will begin publishing your magazine? | can't wait to check it 
out.” - Michael Enger “I loved your book on FF, it helped me out and it didn't give the end away.” “There is no contest that your book is the best. | love the walkthroughs. | hope you make a book for REI." -John - 
IceFlow “Your FF UII guide is amazing and better than the Brady official guide.” -Fred Tumbagahan “I! would like to congratulate you on the greatest guide | have ever read.” -Daniel Moffett “I'd get the VEASUS BOOKS 
AE 2 guide...Gamefan's is harder to follow and doesn't give any good pictures to illustrate points in the game.” -Brian Ml. Briones “Your FF) guide was the most useful guide I've ever used, and it didn't spoil anything. 
This guide complimented the game perfectly, as so few 
things do." -Darksaber “Where should | start? How about 
that your strategy guide has been the most helpful and 
best strategy guide I've ever read in my life. You go 
since. The maps and pictures were clear and the poster was a 
great idea.” -Thomas Liddle “I like the fact that ALL the enemy 
skills are in the book.” -James Tucker “| bought your FFI guide 
because it is da bomb.” -Aalph Feller, Jr. “l think the way you 
layed out the FF1 guide was great.” -Matt Haas “| had beaten FFI 
and wanted to go through it again, picking up all the little secrets 





| had missed the first time around. Your book is the best guide to 
the game out there.” -Aster “Your guide is well done and planned 
and thank myself on a daily basis that | didn't take the store owner's advice 
and buy that lame official Brady version. The layout of your book certainly 
reflects a lot of time, thought, and effort.” -Chris Hayes “You have made a 
wonderful strategy guide!! It was much more extensive than the official FF UII 
guide!!" -Archangel ceo “| am most impressed with your guide.” -Larry L. 
"Your FF UII guide is one of the best I've seen, and is excellently written. It's 
10 times better than the crappy Brady Games Square licensed one.” -CHFire 
guide they write ‘Brad 2wikker’ instead of ‘Brad Vichers’...and they write that he was peched to death 
by crows in the last RE game...your guide is the best and I'm telling all my friends to get it! Those who 
spent an extra $5 on the official one are now crying in their moms’ laps.” -Hris “Your book far RE2 is 
the greatest! The easy to follow walkthoughs allowed me to beat the game in under 3 hours. Thanks 
VERSUS BOOKS!" -Norma G. Reed “The AE? guide is great not only because it's “in-depth,” butit's also 
got some really funny stuff in it! You guys rule! Please put some information on the magazine up on 
the web site, I'll definitely be a subscriber.” -Ellison "I love the Tehhen 3 guide. It blows all the other 
figthing strategy ‘guides’ out of the water. | really liked the strategy for each character {my favorite 
being Sryan).-Dukewill “Heep up the good work in your fine research and guide presentation!” 
-Shiroikuma "You guys did a good jab on the guide. A lot of the guides | have seen kinda suck. | love 
how you break down each indidvidual character and give tips and strategies unique to each ne 
Mitchell Aldinger “Hey | must commend you on your Street Fighter Alpha 2 guide, it is huge!!! | am 
pleading with you please, please make a strategy guide on Street Fighter Alpha 3.” -Mike Meevasin 
“hope you write a guide about SF32l and Vampire Savior and definitely write one about SFA.” -ABIEU 
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Find and learn about all 16 NPCs Learn where and when you'll meet Insanely detailed item lists with 
with our amazingly easy-to-use up with Drizzt Do’Urden... this time pictures, locations, and prices! 
information chart! he’s brought along some friends! , 
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Comprehensive info on the option- Complete walk-throughs for all 
al quests, including the method to seven chapters, accompanied by 
earn the Holy Avenger +5! : useful items charts! 








